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FOREWORD 


Being the Art Director on a project like Borderlands 2 was like stepping onto Pandora for the first time. There was raw beauty to witness, adventures to be had, 
and the ever-present lure of glorious loot to be obtained around every corner. However, just like exploring an uncharted territory, there was danger at every turn. 
How do | take an immensely beautiful and unique art style and improve upon it? How do | add snow, grass, and lava to Pandora's barren wastelands without 
CUE U OR UCRC CCUM UISE UPrem Uae) ACM MUL CRel mPa eime le um Palle Lee 





Quite simply put: / didn’t do any of those things. 


Instead | had the pleasure to direct an amazingly talented group of individuals who rose to the challenge and made Borderlands 2 the incredible experience that it 
is. | am well and truly honored to work with such a passionate, creative, and hardworking team. These folks are the kind of people who are excited to have a fifteen 
minute discussion about Bandits wearing sombreros and whether said sombrero-wearing-Bandits should drink Molotov cocktails. They are also the kind of people 
OMT Na CORO M UMMC ROM Cr UE a Um Ue BUCA AITO R EUR MOLT Meme ee LirOM COVA Lee UR CLAVE UR UCR ROLE 
people who love what they do and you can see that passion in every crate you leap over, every monster you explode, and every loot chest you delve into. 


RUNES URC eee CRC SE eee ROC LTO MIRO MLS ee ROR Ue WLR Mee T(E Ly 
game's visuals, | think it's important to understand that the final look of Borderlands 2 was a teamwide effort that involves every discipline at Gearbox. Story and 
PTR TSMT OP UICle|m COMER Ale MSM Cr PR US ROUSE eae OME UE OMe Ue ORL CCM bd selene URNA ULL 
however, it's important to note that the Level Designers are the people who combine the elements created by the other teams into a rich and expressive world for 
EER COR CCM RU CRU RO MURIEL URC me U le ROR Um Cees e 


Thanks to everyone at Gearbox for making the development of Borderlands 2 an amazing adventure and | hope this book will provide some insight to the reader as 
FORA CRO a UEC 


Jeramy “The Chef” Cooke 


Ash Sky [Tris Babayan] 
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Borderlands 2 boasted the largest development team in Gearbox history. Over two hundred 
extremely talented people contributed to the project. 





The Borderlands 2 team, during one of their rare excursions to the mysterious land known as “outdoors.” 












The concept art style originated with a desire to overhaul the look and feel of 


Borderlands to be something that was tryf 
tching and unique. What we wanted was for the look of the game 


ng to be less photorealistic and something 


that was more eye ca 


to be immediately identifiable from o single scf eenshot and to not be confused with 
a bevy of post-apocalyptic aesthetic game= being developed and announced around 
the same time. The game's identity was fighting with itself at the time On one hand, it 


wanted to be semi-realistic but at the same time the game was allowing you to Jump 






12 feet in the gir. This complex juxtaposition of ideas also helpee ys to recognize that 
the game needed a stylistic change that would suit Its game-play and attitude. 


As we thought about changing the style we went back to oUF + rly concept ‘ rtwork to 
remind us of where we wanted the game to go when we started the project. Une thing 





that kept coming UP as we looked at the old artwork was that we wished the game 


looked like the concept art. “Why cant it look like that? That is what I want to play! 


was the cry at the time. So we set out to find a Way for the renderet and the artwork 


of the game to look like a living version of the concept art. That is what we wanted 


to play. 50 artists, level designers. and engine programmers worked hard together to 


realize the look we were going for. 


at in the world 





We wanted the hand of the artist to be readily 
The diffuse texture was created to look like 9 gauche underpainting with clear and 


obvious inked line work and hatching defining the detail of the texture applied to the 


model. This allowed for the quirks and idiosyncratic nuance of every disparate artist 


to show through in each asset. It felt warm and natural and the opposite of the 


machine-like precision of 3D models and computer generated worlds. 


Illustration 
[Scott Kester] Right 
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ART STYLE [RENDERING THE SCENE}— 


RENDERING THE SCENE 


NEU OSes Oe ee Ue eT RTL OURO 
In truth though, it only shares the bold outlines of those styles and keeps the 
photorealistic lighting found in many modern games. We feel it was this blend 
of realism and bold hand-painted style that allowed Borderlands to connect 
with so many people. 


The other amazing benefit of this (which we could not predict when taking 

on the overhaul of the look and feel of the game) was the way in which it 
impacted and freed the game designers to be even more creative. So the 
CET ee VENA ee R CMe er UmTeUOel m UR OOeLe R UR UL Nee 
And the more outlandish the design direction from game designers, the more 
outrageous the artwork which followed until parity was formed that defined the 
look, feel, and overall tone of the game and became the Borderlands look. 
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ep was an interesting piece. It was made at the very beginning of the project by 


‘ PRN CRTGy 
‘ luring WISE OUMMILC CTO MOC RUC U8 MR Ue) ee a [Phil Whor] Top Left 
a “He illustrated it with all this wonderful color and interesting shapes. Afterwards, [Matias Tapia, Brian Cozzens] Top Right 
losity, | went back over it and applied the Borderlands style so we could fully grasp [Kevin Duc] Left 


duld look in game with the inking and style. It was pretty exciting to see the results!” [Brian Cozzens, Kevin Duc] Above 
q 






[PAINTING THE TEXTURES 


PAINTING THE TEXTURES 


A. Start with a low contrast base texture. 


B. Overlay the UV layout so we can see the shape of the mesh. 


C. Block in base colors and other materials. 


D. Add inks and ambient occlusion baked from the high poly model. 


E. Add detail, wear, and do a color balance pass. 


F. Layer in highlights and shadows to further define the form. 





in the first image you can see a typical scene drawn in wireframe to show the 
amount of polygons used to build our world. Most scenes draw over a million 
Tie esa es ALE ee) oR UE Oe eae 
‘Objects that can move are shown in pink. The grey creatures you can make out 
in the background are the spawn locations for creatures placed by the level 
designer, while the red rectangles are particle systems used to draw special 


effects placed in the world. 





The third image shows the world drawn with diffuse color information only. 
Here you can see the hand-painted paint and ink lines that Borderlands is 
eRe 
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‘ aan nd pass. This shader is similar to the ambient occlusion pass, but 
USC Of rendering soft shadows it draws outlines around all hard lalla) 
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The second image shows our lighting pass. Each environment is processed to 
calculate how light would bounce around the scene. Here you can notice the 
light from the corrosive lake reflected onto nearby objects in a realistic manner. 
Areas of the building in the mid-ground show radiant light bouncing naturally 
from one object to another. 





The next layer in our rendering process is known as “Ambient Occlusion.” 
During this step the renderer uses depth information from the scene to look 
for cracks and edges. It then renders out approximated shadows based on how 
deep those cracks are. This is done every frame so that characters and other 
movable objects will create shadows where they touch the ground 
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The next step brings all the previous layers together to create the final image. 
Here we take our high dynamic range image and reduce it down to something 
we can render. This allows us to adjust the exposure of the image at runtime to 
make sure our black and white levels are balanced. We also use a special “color 
look-up table” to tweak various values and colors to achieve the particular mood 
CECT eR Olam UM Ulmer CMO melee RUE CM OO (emer cele 10MM et:1-) VA 
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Illustration 
[Scott Kester] Right 
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CONCEPT ART 


Axton was conceived as the evolution of the Soldier 
Class filled by Roland in the first game. “We 

initially wanted Axton to feel a bit more modern 
military, lighter, more lithe than Roland did from 
Borderlands 1,” concept artist Scott Kester said. 
“Regardless, | tried to explore a gamut of what 
modern solider meant and looked like. We 

wanted a younger feel to him, a bit more 

sly, not quite so serious, but completely 

capable when things get heavy.” 


Visually, Axton was meant to 
communicate a clear gameplay 
promise: if you're a fan of 
military shooters, Axton is 
your guy. He doesn’t mess 
around with crazy magic, 

or stealthy ninja-stuff, or 
insane dual-wielding—he’s 

a straightforward, meat- 
and-potatoes, hooah-spouting 
commando... 


With a twist, of course, because nothing in 

Borderlands is exactly what you'd expect. First, you'll 

notice that Axton isn’t the close-cropped, brunette hardass 
that you'll typically see in war games; he’s got a stylish coif of 
blonde hair. You may also have spotted the steel bars implanted 
above his left eye. The purpose of these bars was twofold: 
first, they ensure that Axton visually stands out from other 
marine-type videogame protagonists, and second, they 
communicate some interesting backstory (evidently, 

the Dahl military surgically implants their rank 

signifiers into the flesh of their soldiers). “All of the 
characters have little bits of who they are attached 

to them,” Kester says. “I relish in the little touches. 

From his ex-wife's wedding ring on his necklace, 

to his military rank bolted into his forehead.” 
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Commando Model [Adam May] Left 
Commando Concepts [Scott Kester] Right 





CHARACTERS [AXTON#P———_ 
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Axton’s design was finding 

a look that communicated 
tell mm UL Uele 
communicating “Roland.” 
“Would he retain some of that 
feel of Roland?” Kester asks 
eM RS CU 
or was he more retro? | tried 
to explore a gamut of what 
he could feel like. In the end 
| think he turned out to feel 
a bit loose, more casual, 

but still held true to his 
Teles e 


“Anytime | put armor on him 

eae tie MMII ZO) 

can see in some of these 

drawings. | also needed to 

make sure he felt new in 

comparison to Roland.” Commando Concepts [Scott Kester] 





The art team used many different pop-culture soldiers as inspiration for Axton UAL) ceil a Lc 
CWT TM Tee MWR OR ERS TIMER EU CTSae LC military badasses to convey 

UE MOTELS ci culecn Melia eRe NANTON CM Tea dB R-TaTeTs you cared 
“WT ERC ct Om Men aCe Ce ACCS One EUR Tecan lye Rsen 
she tech on him (elo cee M0) ORM Cer CLC Le UOT (em TM ele) 

I Comparison to the slightly more modern soldier vibe we were going for with him. The brown 
CEE Caen LCoS | he LOM CooL STOOL eC LOC eR tT 
Combination of the past and the future colliding together.” 


Commando Concepts 
[Scott Kester] 








CHARACTERS [AXTON]} 
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3D MODELING AND TEXTURES 


mmando was one of the most difficult characters we 
yn and went through the most iterations,” Adam May 
rying to make a serious, put-together, modern-day black- 
dier fit into the crazy world of Borderlands was a 
and fun task. We spent a lot of time trying to figure 
s too serious and what was too silly or stylized.” 


ee on the bottom of the page, Axton originally 
different head. “This was one of the early 
; on,” May says. “People were having a difficult 
relating to him and felt he looked as much like 
1s a hero. So we shifted to more of a Sam 


jton and Metroman-esque vibe and landed 


s now.” 


Jevelopment, Axton’s head was remodeled 
» him more of a hard, experienced appeal. 
t through several variants of his 
I landed on the final look for 
face,” Kester says. “A huge part of 
s is refining and tweaking when 
lize that something just feels off. 
n't always hit the mark on the 
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Commando Concepts 
[Scott Kester] Top Left 
Commando Models 
[Adam May] Bottom Left 
and Below 
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AXTON'S TURRET 


Axton’s Sabre Turret was designed, both visually and mechanically, to make Roland’s Scorpio Turret look like a PEZ dispenser. “Whoever said a dog’s a man’s 
best friend,” Adam May says, “obviously never had a deployable turret.” 


“| make it a point not to reference other video games in my designs,” concept designer Lorin Wood says, “so | sought inspiration from other elements of military 
and popular culture, then mixed in some rocket launchers and legs for good measure.” 





Turret Concepts [Lorin Wood] Left 
Commando and Turret Model [Adam May, David May] Right 





22 





[SALVADOR} 


CONCEPT ART 


When it came time to announce Borderlands 
2 to the world, Salvador the Gunzerker was 
chosen as the game's unofficial mascot—his 
bandaged, mohawked head was the first 
thing Gearbox fans saw when the team 
released BL2’s teaser trailer in August 
of 2011. Why? Perhaps because his 

action skill was the most easy for fans I , 
to wrap their head around in a thirty- al 
second teaser. Or perhaps because 
his short stature and dark skin made y 
certain that he couldn't be confused 

with any character from the first game. 






Or maybe it’s just because he 
looks so damn cool. 


Concept designer Scott Kester 

strove to create a character who is 

“the essence of Borderlands...a guy 
who lives and breathes guns.” From the 
numerous bandoliers slung across his 
body to the bullet tattoos that adorn his 
right bicep, Sal makes no pretenses about 
his purpose on Pandora. He's here to shoot 
stuff, and have a hell of a lot of fun doing it. 
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Gunzerker Model [Adam May] Left 
Gunzerker Concepts [Scott Kester] Right 





[SALVADOR} 


Really Verbs 
Ou - “ptvn 
foc a SCulty 


Wawtne-%st 





Despite his relatively simple gameplay premise, Salvador’s class name changed more often 
than any other playable character. First, his class was called “Merc,” until the team decided 
that was too bland. Then, “Gunslinger.” Then, finally, “Gunzerker,” to convey his status as 
an evolution of the Berserker class from the first game. 


Much of his design also revolved around creating a distinctive silhouette. “In Borderlands 1 

we had Brick, the big tough guy,” Scott Kester says. “This time around, we wanted another 

big guy, but didn’t want to use a similar body type. So we said, ‘Let's make a little big guy!’ 

From the start we really wanted to make a more compact character with Sal: short and 

stocky, and totally badass.” Gunzerker Concepts [Scott Kester] 
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Scott Kester says, “Sal is probably my favorite design of all the characters; 

| love how he came together. The small touches on him, the bullets, buttons, 
and bullet spurs. His whole body has so much personality. | think we tend 

to try things that other companies might not in regards to characters. I'm 
thankful we are asking more questions than just starting with what is already 
status quo.” 


“It’s true, the little dude loves his big guns,” Adam May says. “But no, he’s 
not compensating.” 
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3D MODELING AND TEXTURES 


“What a blast to work on,” Adam May says. “I'd never made a guy as wide as he was tall, so proportions were all over the 
Ewe eee si aan M OMe mITUMLIELCuem (eM itt(crclaed(e me UT ( Re] RUN Ua 


Store ta Corsi Chm CULTS Aa CATT COM TALTIS A Me) ea TTD ATL Ose Oe eC Le cae Ce 
maker or a hooligan. He’s ultimately a hero, but you're not exactly sure if he’s going to double cross you in the end. Jayne 


from Firefly was definitely a good bit of inspiration for us. 


“We tried several different takes on Sal from a design side. Was he a straight thug? Was there some military influence? 
Was he a rebel freedom fighter? He was the most fun for me to draw and develop out of all these characters.” 
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Gunzerker Models [Adam May] 

Top Le iddle Right, Bottom 

Gunzerker Model Notes and Concepts 

[Adam May, Scott Kester] Top Right, Middle Left 





























CHARACTERS [SALVADOR] 
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first, Salvador is Borderlands’ 

own version of the fantasy dwarf 

archetype. His size, his bulk, 

and most especially his hair are 

CUMS SOM MCU UeR Lets 

Oakenshields, but with a distinct 

Borderlands twist. No Tolkien dwarf 
a OOM Mee MVOC NGL Cmel Ls 

man Salvador. 
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Gunzerker Models 
[Adam May] Left 
Gunzerker Model 
[Adam May 


Kevin Penrod] Right 





CONCEPT ART 


As the only returning class from Borderlands (in name, at 
least), the artists had an interesting challenge in designing 

a new Siren: how do you take Lilith’s mystical, yet down-to- 
earth appeal and translate it into an entirely new character 
with entirely new abilities? “Maya was definitely a difficult 
but fun problem to work on,” Adam May says. “Everyone had 
ideas to share on what would make her look cool. Problem 
was it was never the same as the person before them.” 


With Maya, the team endeavored to make her feel as distinct 
from Lilith as possible, while still displaying the unique 
characteristics that define her as a Siren. “Lilith was so loose 
and casual, and we wanted Maya to feel clean and together, 
professional,” Scott Kester says. “We started in a more sci-fi 
slant; it felt too contrived, so | started adding more layers 
and textures to her design.” Where Lilith was casually 
dressed, for instance, Maya is wearing (admittedly 

sleek) combat armor. 


Maya was also designed to appear more in tune 
with her Siren heritage than Lilith—as you can 


see, Maya displays her Siren tattoos 
prominently. Does she do this to 
strike fear into her enemies? 
Because her tattoos need to be 
exposed in order for her Siren 
powers to work? Or because it 
looks totally badass? 


Probably the last thing. 
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Siren Model [Adam May, Jennifer Wildes] Left 
Siren Concepts [Scott Kester] Right 





CHARACTERS [MAYA 
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see a8 Salvador fits into the tank/dwarf archetype, Maya was meant to communicate the support/ 
We Someone who so hold her own in battle and nuke the hell out of her enemies, 
Ouldht Soak up damage in the same way that a walking slab of meat such as Salvador 
we WED) nom Tat early concept drawings attempted to imply this strength through numerous 
tat a Gear (note the various gun holsters, straps and belts) the team eventually decided 
. Minimalist approach might be more effective. 
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Siren Concepts [Scott Kester] Left 
Siren Head Concepts and Paintovers 
[Matias Tapia] Right 


CHARACTERS [MAYA 


34 





3D MODELING 
AND TEXTURES 


The art team used many different aspects of 
Maya’s design to communicate hints about her 
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her Siren heritage); her sleek, minimalist combat 
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yntinues the proud Gearbox tradition of being a strong, 
female protagonist who actually looks like a real woman. Rather than 
possessing the proportions of Jessica Rabbit, Maya, like Lilith before 
her, was designed to communicate strength and badassity before sex 
appeal try to make strong female characters that feel believable 
but ultir y capable and can hold their own with anyone that comes 
their way, not just ‘hot girls,” Kester says. 


“I tried to model Maya as the tall, slender, European counter-part to 
the shorter, cute, wild-child Lilith was,” says Adam May. 


Siren Model {Adam May] Left, Bottom 
Siren Head Concepts and Paintovers 
[Scott Kester] Right 
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[MAYA] 


SIREN FLAVOR 


“We really wanted Maya to feel 
athletic, an adventurer, but at the 
same time mysterious and other 
worldly,” Kester says. “The Siren 
tattoos are a dominant feature to 
her appearance; | tried to create 
a sharp contrast by covering her 
right arm completely to let the 
Siren tattoo define her and show 
her heritage.” 





SIREN SKILLS 


Maya’s Phaselock orb underwent 
many revisions. The team had to 
find the right balance between 
mysticism, raw power, and 
elegance—since Maya’s Phaselock 
bubble doesn’t actually hurt 
enemies, it had to look strong 
enough that a grunt couldn't break 
out of it, but not so chaotic that 
players would expect their targets 
to be taking constant damage. 

















Siren Models [Adam May] Top 
Phaselock Concepts [Matias Tapia] Above 
Phaselock Concepts [Jeramy Cooke] Right 
Siren Model [Adam May, Jennifer Wildes] Next Page 
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CONCEPT ART 


Who is Zer0? Is he even human? And why does he have four 
fingers? If you've asked yourself any of those questions, then 
the art team accomplished their mission. 


Zer0, the Assassin, was meant to embody the archetype 
of the mysterious badass—the guy with the mask 

who raises more questions than he answers, and who 
eliminates enemies with a ninja-like precision and 
dispassion. “Il grew up obsessed with Snake Eyes 

from G.|. Joe, so | definitely drew some inspiration 
from there,” Scott Kester says of Zer0. Additionally, 
masked badasses like Boba Fett were also pulled 

into the character's design. 


If you're looking for hints about Zer0’s true 
identity, though, you won't find them here. 
The team remains notoriously tight-lipped 
about Zer0’s origins—his mystery is part 

of his mystique. Maybe he's an alien, or a 
robot, or some sort of Siren/Claptrap hybrid 


that will ultimately destroy Pandora 
and all its inhabitants. 


Then again, maybe not. 











=| 
‘hae 
=a 


~ 
al ff 


poe 
. 
= 


Assassin Model [Adam May] Left 
Assassin Concepts [Scott Kester] Right 
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Concept designer Scott Kester has a unique superpower where 
he can (A) draw four or five really cool-looking sketches in a 
couple of hours, right before (B) completely ripping them apart 
with his often hilarious, self-deprecating written commentary 
alongside the drawings. 


Assassin Concepts [Scott Kester] 
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TORY 1." through more changes than 

PU character,” says Adam May. | 
‘A \ot of people thought he was just too 
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like a bald guy from the front.” 


Assassin Concepts [Scott Kester] Top 
Sword Concepts [Scott Kester] Bottom Left 
Assassin Model Notes and Concepts [Scott Kester, Adam May] Bottom Right 


CHARACTERS [ZERO 
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3D MODELING AND TEXTURES 


Of Zer0’s mystery, Scott Kester says, “What is Zer0? Who is Zer0? | did 
some subtle things and tweaks to the design to ask questions. Zer0 only 
has three fingers and a thumb, the silhouette has large chunky breaks to 
contrast the thin frame, everything is smooth, non-descript and somewhat 
blank. Is ZerO a robot? A human? We felt that not giving away those 
answers made Zer0 more interesting. The face shows nothing—it was 
definitely a gamble to commit to a character like this!” 





OURO CMC AE ILCCACLCee IC CCRIE MTL RUC Me CL VAm LANARCOU Oe CtRO met SM URC M) OSCE 
how you'd want a sleek, hi-tech, possibly robotic ninja to look. “It’s easy to take a character like this completely sci-fi, but we tried to 

balance the materials and ground them more into our world; lots of inspiration from motorcycle gear and racing leathers ran through 
the design,” Scott Kester says. “Zer0 and Salvador were the characters that let me get the most extreme from a pure character design 
angle, both becoming my favorite characters that I've designed for Borderlands 1 and 2.” 


TAC SMHS OMe MUS WOR ea OMe eA M ORES MUM IM ee) ORT CRUEL URES tle Ula RES 
promised by his design while still looking like he could fit into the kitbashed universe of Borderlands. Though Zer0's armor is clearly 
hi-tech and smooth, the artists textured it to make it clear that the Pandoran wastes took a harsh toll on its once-shiny exterior. 


“Mysterious. Futuristic. Sword. Ninja. Sounds cool to me,” Adam May says. 
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Assassin Models [Adam May] Top Left, Bottom Left 
Assassin Model Notes and Concepts [Adam May, Scott Kester] Middle Left 
Assassin Model Colorization Concepts [Kevin Duc, Adam May] Right 
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’ . Wf a ; From the early stages of Zer0’s visual 
design, the art team knew they wanted 
something that really made Zer0 stand 

out from the crowd. Something cool, 

and hi-tech, and mysterious (much like 

LN le Zer0 himself). It was for these reasons 
that they came up with the idea for Zer0’s 
visor, which displays different messages 
depending on what he's doing at any given 
time. When healing a teammate, the visor 
displays an ASCII heart symbol (<3). When 
he falls into fight for your life mode, “FML” 
appears in front of his eyes. “Zer0’s voice 
is augmented; he only speaks in Haiku, and 
only shows emotion though emoticons. 
Yeah, he’s not your average video game 
character,” says Scott Kester. 


“| actually like to think his name isn't even really Zer0,” Jeramy Cooke says. He 
much prefers to believe that Pandora’s natives named the Assassin that because 
every time he kills someone, a giant red “O” flashes in front of his visor. 
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Assassin Model [Adam May] Left, Right 
Assassin Speak [Jeramy Cooke] Top 
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CONCEPT ART 


As Borderlands 2’s plot developed, it became 
increasingly clear that the game was going 
to need a central, well-developed villain. “We 
knew we needed an arrogant bad guy named 
Handsome Jack,” said lead writer Anthony 
Burch. “But we didn’t know what he should 
look like.” 


Given Jack's centrality to the story line, the 
art team spent several days finding the right 
mixture of “cool” and “douchey.” 


“We always thought of Handsome Jack 
as the main character from some game 
that never came out,” Scott Kester 
says. “So when designing him | 
wanted him to feel altogether 

heroic, full of himself, smooth, 

but also totally pompous.” 


The trick came in finding a way to give Jack a heroic sort of flair, 
but with a sinister edge—to imbue him with something harsh, and 
unsettling, and decidedly un-Handsome. 


Enter: that creepy mask. Donning what the team referred to as 
“Pandoran plastic surgery,” the newly-masked Handsome Jack hit a 
healthy balance between sinister and cool. 


Jack Model [Damian Kim] This Page 
Jack Concepts [Scott Kester] Next Page 
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Jack Concepts [Scott Kester] 


“My first explorations into Jack were more of an international man of 

travel, an adventurer,” Kester says. “I tried a handful of different looks 
that didn’t quite come together until | started trying to layer him more, 
LCM UMMA M UOC MOU LECeLi Cem Celera MOLL LC CMAN Oe LULO SINUS 


“In the end | went with a young CEO look, sporty and casual yet 
simultaneously well dressed and cool. He has his high-tech Hyperion 
toys, but is still balanced by the casual hip sneakers on his feet.” 


Jack Concepts [Scott Kester] Left 
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3D MODELING 
AND TEXTURES 


“Once Jack’s body was getting closer to completion it didn’t feel like it was enough—this is Borderlands—he 
needed more of an edge, a hook. We brainstormed and | started drawing these weird prosthetic faces on him; 
it stuck, it felt new, it felt wrong, and gave him that little extra bit of personality. 














“The key was harmonization with human anatomy and style which show characteristics of Handsome Jack as 
a hero of Opportunity,” Damian Kim says. “We wanted to exaggerate his chin and healthier looking upper body 
with a slightly skinny lower body.” 


“His head and face is my favorite part of Jack. | tried to add some Bruce Campbell in there, some David Bowie; 
he came together fantastic, from his hair, to the latches and seams, which give him that little bit extra weirdness.” 


“Jack is your main enemy in the game,” Kester says. “If the villain has no charisma or personality, 
everything falls flat. From the writing, to his model and design, it was important to make him as 
compelling of a villain as possible. He was a blast to design and work on.” 


Jack Models [Damian Kim] 
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When it came time to create the physical embodiment of what had once been nothing 
more than a live-action video and a voice over the radio, the art team met with some 
interesting challenges. 


“We tried several different looks to what Angel could really be and look like,” Scott 
Kester says. “Was she a mental patient? Was she a weapon? It was fun to throw out 
some different ideas and try to find the visuals to who the actual in-game Guardian 
Angel is, and not just seeing her as a distorted, live-action video. 
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“| was UE TITo nel Me Ton Te Shirow-esque designs on some of this, kind of a cool contrast to 
AUT majority of what you typically see in Borderlands. This area was the most high-tech space of 


all in thé Game and we tried to represent that in the game.” 


Angel Concepts [Scott Kester] Above, Previous Page, Left 
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“| absolutely love Ellie,” artist Matias Tapia says. 
“Starting the concept, | was unclear on the route she 
was meant to take, so unlike other characters | took 
as many divergent routes as | could. From midget to 
paraplegic, | was afraid of making a joke of it and then 
taking it too far. So | was very glad that she became 
what she did. An honestly cool character.” 


Ellie Concepts [Matias Tapia] 
Above Left, Next Page, Top 

Ellie Models [Kevin Penrod] 
Above Right, Next Page, Bottom 
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[NPCS] 


MAD MOXMI 


Scott Kester says of Moxxi, Pandora’s most popular sexpot-slash-tournament host, “She was 
a character | drew very quickly, having no idea she'd go on to become as popular as she is 
today. That said, I’m happy people have taken to her. | usually rebel against the ‘hot time sexy 
girl’ in games but it’s just such her character and who she is that it makes sense. And if the 
design supports the character, well, it’s a win in my book. 














“Not only that, but Moxxi’s personality doesn’t just end at her lasciviousness,” Kester says. 
“Moxxi has a fair amount of depth in her character—she’s not just ‘the hot one.’ | was 

originally trying to convey that she’s a showgirl, a bit past her prime, trying to use what she 
has to get by.” 
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“Moxxi is a true testament to good teamwork,” says artist Adam May. “She 
was made as a DLC character on a super tight schedule, but Scott nailed 
down a great concept, which made the modeling part easy, and Jen was able 
to do an awesome job texturing her with no time [to] spare. She's still one of 
my favorite characters.” 


Moxxi Model [Adam May, Jennifer Wildes] Right 
Moxxi Concepts [Scott Kester] Above 
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LESS CARNIVAL, MORE WESTERN 
STILL HAS SOME “CARNY” FEEL THOUGH. 
CARD/HEART THEMED. 

WAS HOPING THAT THIS |S FLYNT'S 
WOMAN. 


Moxxi Concepts [Scott Kester] Above 
Moxxi Model [Adam May] Right 





Everyone's favorite amoral weapons dealer, Marcus, evidently 
belongs to a long family lineage full of people who look 
disturbingly similar to him—“each more beautiful than the last,” 
as Scott Kester awkwardly phrases it 


Marcus Sign Concepts [Scott Kester] Above 
Marcus Model [Shadows In Darkness, 
Brian Cozzens, Adam May] Right 











MARCUS STATUE 


The Marct {dha statue came into being as a means of giving the Bloodshot bandits a distinct visual 
identity. “ | a really stand-out showpiece for the dam top,” Scott Kester says. “The Bloodshot 
were these crazed bandits that worshipped Marcus since he was the ‘bringer of guns’ so they built a 
shrine ont nto honor him. So mechanical Marcus Buddha was born. Once again, when | threw 

this idea out ured it would be shot down, but we ran with it and it made it into the game. Borderlands 
is the kind of game where almost anything can fly within context.” 
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“Having to nail down a ‘hunter’ shouldn't be very hard,” Matias Tapia says of concepting 
Sir Hammerlock. “This is video games, after all. But the interesting part was that he had to 
be somehow disabled as a hunter. Then the concept became more of a mix between a big 
game hunter and a researcher, so the variants fluctuated between those two points...how 
much of a hunter? How much of a researcher? 









“The first version, he was affable. Maybe too close to Marcus in design. But the final one is 
so much more gentlemanly!” 
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Sir Hammerlock Model [Matt Link] [Mating 
Sir Hammerlock Concepts [Matias Tapia] Ab 
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once the character has been 


to convey the | 
“working with our mocap specialist, 
Hector Fajardo, | created the 
animation of Sir Hammerlock 
putting Claptrap’s eye back into its 
socket,” Says juyen. “I thought 
it would be great if Hammerlock 
would kind of ce efully screw it in 


and then just bang it home. I think it 


fits Hammerlock 
he has for Clay 
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Of the nefarious Sheriff, Matias Tapia comments, “Making female characters 
it’s becoming an increasingly tricky thing to do. So to me, she was an 
experiment. How to make a female character that's beautiful, not ‘sexy’ 

not ‘pretty’. At the same time, a female character that's evil...but is not a 
man-eating dominatrix. 


“| was ready to stop on #9, but Jeramy pushed the concept forward to the 
point where | can say that I’m honestly proud of it.” 


Sheriff Model {Wes Parke] 
Sheriff Concepts [Matias Tapia] Above and A 





“Tiny Tina got a lot of attention,” Tapia recollects. “A 
child character is nothing new, but it is rare. A breath 
of fresh air among a lot of badass. It’s easy to go back 
to the ‘Alice’ well for murderous, insane children, but 
it thankfully moved away from those roots to turn into 
something special thanks to that extra attention she 
got from Anthony [Burch, lead writer] and Jeramy 
(Cooke, art director]. 


“Most notable is the psycho mask on Tina’s head. 
At the time, it simply clicked with some people and 
it was justified as, ‘hey, maybe she found it,’ 

but my intention was a bit more simple. Crazy 
people on Pandora wear psycho masks, she is 
crazy, so she does too...but only half way.” 
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Pandora's resident catchphrase-spouting, car-fixing, 
sister-crush-having redneck is an interesting contradiction: 

despite his loud, boisterous personality, Scooter has one ‘ 0 es 
of the most down-to-earth visual designs in the entire : ms 


Borderlands cast. 
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Scooter Body DIFs [Liquid, Gearbox] Above 
Scooter Model [Gearbox] Right 
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AGGART 


Regarding Taggart the Huntsman, artist Matias Tapia says, “He 

was the first on a line of lovingly done side quests that required a 
punch of cu assets. Might be weird to mention this, but this is 
probably the character that resembles myself the most...if 1 was on 
steroids. That beard is something | actually had as well.” 
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Taggart Concept [Matias Tapia] Top Right 
Taggart Concept [Scott Kester] Top Left 
Taggart Severed Fist [Piranha] Middle 
Taggart Fist Concepts [Matias Tapia] Left 
Mother's Gift Concepts [Matias Tapia] Above 


. 


eee 


Ea 








“A typical game doc/script is actually much 
more ambitious than customers would imagine,” 
Tapia says. “But then there are restrictions and 
limitations. Not every character can be fully 
modeled and animated, for instance. 









MRS. HARCHEK 


“So these characters where made for that reason: 
to add something specific, to make something 
custom so the narrative ideas could be better 
communicated. Regardless of whether it was for 
five seconds or longer, | wanted people to look 

in the corner of their screen and know that Mrs. 
Harchek, for instance, was not a nice person.” 
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ECHO Character Concepts 
[Matias Tapia] 
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[BORDERLANDS 1] 





Given that Borderlands 2 takes place five years after the events of the first game, the team felt 
that the original four Vault Hunters needed a visual redesign to show off how they'd changed in 
that time. “Since several years had passed since Borderlands 1,” Scott Kester says, “we wanted 
to represent a change in the original Vault Hunters, to tell more of their story visually. A lot has 
happened and we wanted to show a bit of what each character has been through. It was important 
to show some change, but we didn’t want to drastically change the main look of the characters to 
the point where you didn’t recognize them.” 


Borderlands 1 Models [Adam May, Jennifer Wildes, Brian Cozzens, Shadows In Darkness] This Page, Next Page, Top 
Updated Looks for Borderlands 2 [Scott Kester, Jennifer Wildes, Damian Kim, Kevin Penrod] Next Page, Middle 
Size Comparison Silhouettes [Jeramy Cooke] Next Page, Bottom 
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[BORDERLANDS 1} 


LILITH 


“Lilith has grown stronger; surging with power, starting 
to eat away at her clothing, making her feel a bit more 
tattered,” Scott Kester says. 





BRICK 


Kester explains, “Brick has been 
living with Bandits, residing near 
chaos; naturally some of those 
elements have crept into his 
overall look.” 








MORDECAI 


“Mordecai has fallen off the most, becoming the 
most disheveled and haggard to represent where he 
is when the game starts,” according to Kester. 





ROLAND 


“Roland has moved into more of a leadership role 
with the Crimson Raiders; his look now represents 
more of a commander,” says Scott Kester. 







Borderlands 1 Models 

[Adam May, Jennifer Wildes, Brian Cozzens, Shadows in Darkness] 
Retouched Models for Borderlands 2 

[Scott Kester, Jennifer Wildes, Damien Kim, Kevin Penrod] 
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“Claptrap was created as both a nod to a friend of 


mine who designed Pixar's Wall-E character, and 
my own personal challenge to design the most 
generic robot | could think of,” says concept artist 
Lorin Wood. “I like to think | was successful. 


“| was working on another project at the time and 
did the initial sketch that started it all, and named 
him ‘Zippy.’ | posted that in our database system 
as a joke. When | was pulled onto Borderlands, 
the art director, Brian Martel, saw the sketch and 
loved it. | fleshed out his design in meetings with 
Brian as we acted out his behaviors and developed 
a personality. Some of those details, such as 
articulated eyebrows, were removed before we 
went to the modeling phase. It was added to in 
spades by David Eddings (when 

he provided the voice) and our 

fantastic animators.” 


Claptrap Models 
[Brent Hollon] This Page 
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zippy (Claptrap) Concept 
{Lorin Wood] 7op 
Claptrap Concepts 
{Lorin Wood] Middle Left 


Claptrap Model 
[Brent Hollon, Lorin Wood] 


middle Right 
Claptrap Credits Cartoons 
{Kale Menges] Bottom 
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Illustration 
[Scott Kester] Right 
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BLOODSHOT 
RAMPARTS 


Lovely vistas, and quasi-blasphemous statues. 






END OF THE LINE 





A winter wonderland of flaming scrap metal and blood-soaked snow piles. 





SOUTHERN SHELF 


The first big area of the game, featuring Captain 
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The Ripper clan’s number one vacation spot—if you're into blood, bullets, 
and midgets riding Bullymongs, this is your place. 
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SOUTHPAW STEAM AND POWER THE FRIDGE 


FEEL the bone-chilling cold! SMELL the pungent musk of burning flesh! 
FORGET that last sentence, because that's pretty gross! 
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THREE HORNS - DIVIDE THREE HORNS - VALLEY TUNDRA EXPRESS 


miles e in the game, and the home of Featuring the Happy Pig Motel, the Tiny Tina’s stomping grounds. Bring a 
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ENVIRONMENTS [ZONE 1] 


Mae Ola 


It was decided very early on that the snowy tundra of Three Horns should be the first environment the player experiences. Like every other spot on i" 
Pandora, the tundra needed to feel lived-in, but distinct. “These were some very early Bandit arctic habitations,” Kevin Duc says of the images below. / 
, 

i 


“We wanted to keep the thrown together feel of our other Bandit areas, but use shapes and materials that reflected the arctic environment.” 


oy 





SOUTHERN SHELF i 


Captain Flynt’s bandits needed something visually ~ % 
something that drew your eye, and conveyed a sense of awe- 
inspiring scale. Enter: the Dragon Boat. Initially concep T 
Scott Kester, the Dragon Boat was used as the major set pi 
for the Southern Shelf area. “With the Dragon Boat | was going 
MUGS CCIM MITT AMCCIRSE Sy Ullous 
very early on in the game and | wanted to set the ie | 1g 
first real boss encounter, Flynt. | also wanted to set a pret a 
for set pieces in the game. Those bandits really are a crafty fy 





“There was a bit of a Viking theme running here, and we 

just wanted to have some fun with it. | also loved the re of 
dismantling the boat, and using those pieces to create a hug? 
Dragon for no real reason other than, hey—sweet Tete rT 


Zone 1 Concepts [Matias Tapia] Above 
Zone 1 Concepts [Kevin Duc] Middle Right 7 
Southern Shelf Concepts [Scott Kester] Left 
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Dragon Boat Concept [Scott Kester] Below 
on Boat Concepts [Lorin Wood] Bottom 


Drag’ 








‘Based on s 


k tt Kester’s layout | wanted to explore what this “Once there was a general idea of what was going to happen on this ship, | jumped 
Ship looked {i before it was beached. | thought a recognizable in again to help further define the flavor of the vessel based on who inhabits it,” says 
PSSeL, like an oil tanker, was a good foundation and [1 could] just concept artist Lorin Wood. “This was the boss character's balcony which he stands 
_ Some of the shapes to push it away from anything found on and taunts you. The bridge conning tower seemed an appropriate place for a 

€ real world 


throne, so | tore it up.” 
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CLAPTRAP IGLOO 


Once the team knew they wanted you to immediately meet up with Claptrap after awakening in the tundra, concept 
artists began sketching out Claptrap’s new abode. “Based on Scott’s sketches, | made an igloo with various scraps 
clumsily attached to it so it would resemble a house...having Claptraps as ice blocks still reads as ‘kinda creepy,’ 
which | personally enjoy,” says concept artist Matias Tapia. 





VIM RC Ie Nea SIMayA ILA) 
by level design, it can often help to establishthe 
general tone of a space. “While the sketch does 
not represent the scene,” Tapia says, “it waS 
perhaps used for [the] mood and feel of it.” 
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OVER THE DECADES, THE INHABITANTS OF SANCTUARY 
DLAPIOATED 





Sanctuary Concepts [Lorin Wood] 














SANCTUARY 


The friendly town of Sanctuary needed special 
attention as it is, for all intents and purposes, the 
only friendly town on Pandora. But it also needed 
its own visual identity and backstory, which is 
where Lorin Wood came in. 


“| like to have a backstory or scenario for my 
designs as it allows me to evolve the design 
naturally and add some history to why it exists, an 
its purpose,” he says. “| came up with the concept 
that one of the major manufacturers in this univers 
sent a massive mining craft to Pandora. The ship 
drops in from orbit, burrows in with its monstrous 
drills and begins churning out raw ore in its intern 
processing factory. This one was abandoned for 
some reason and over the course of centuries 
was eroded and covered by the elements. When 

it was completely submerged, various peoples 
and cultures of Pandora slowly built on top of it, 
unaware that this behemoth lay underneath it... 
even though there is an obviously man-made 
pinnacle in the central square with the words 
‘Sanctuary’ etched into it. Why they didn’t put two 
and two together is beyond me.” 


“The large vehicle was an early idea | had,” says 
Wood. “Like Sanctuary, these giant rolling vehicles 
possibly war machines of some sort, were also 
discarded and left to the elements. One of thesé 
was resting on the outskirts of the township. and 
as the external wall was built, this vehicle was 
assimilated into that architecture to form the 
main gate.” 
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/ood, “Jeramy Cooke, the art director, and | wanted the city to be an homage to the work of Hayao Miyazaki, who's 

y consist of an interesting mix of Asian and European influences. We liked the idea of this aesthetic defining the town 

iS a departure from the previous game environments, and it would emphasize this location is a ‘sanctuary’ from the 
/erlands world outside of the wall...and yes, | referenced Cloud City in the design of the buildings.” 


Sanctuary Concepts [Lorin Wood] Above 
Sanctuary Concepts [Lorin Wood] Below 
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FROSTBURN CANYON 


“| was aiming for contrast when making the rocks 
EOC e CRU mee Ue OM IU eee LAE) 
black rocks,” says Matias Tapia. “Inspired more [by] 
Chinese peaks than something you would find on an 
FLAC E MACOMB MLD Usa eee 
room temperature.” 











Frostburn Canyon Concep 
[Matias Tapia] 








‘ (aka the Firehawk) and her insane worshippers 
tention to convey the complicated backstory of 
sasier to help conceive this environment as soon 
‘cus On the props and how these would relate to 

Tapia says. “I wanted to somehow make it even 
nal bandit housing on the excuse that “Firehawk” 
‘it...and they had to improvise.” 
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Of the corpse-filled ruins surrounding the Firehawk 's lair, Tapia says, “Since the beginning, | wanted to find a place for gigantic dead things on the environment. 
Other than that, | tried looking into different glacier styles to implement along with the current one. Granted, | over-did that style on the concepts below by making 
it too prevalent, but at least it was a good example of what not to do.” 





Frostburn Canyon Concepts [Matias Tapia] 


Tapia al ncepted the interior of the Firehawks lair. “I think the idea was to make some sort of ‘Batcave’ for her. At some point | thought it would be neat to 
have gic power cables go through the environment, converging with the lair to indicate some sort of out-of-proportion operation, as well as implying that this 
facility | eady been installed by one of the corporations in the past.” 
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BLOODSHOT RAMPARTS 


The bandits of the Bloodshot clan needed to have their own distinct visual presence, a task that artist Kevin Duc 
was happy to take on. “We experimented with some Aztec and Mayan influenced wall deco, and | tried jazzing it up 
with multicolored, fluorescent lights. These images provided some mood direction, and capitalized on the idea of 


reinforced concrete, angled walls, and huge generators sunk into the flooring.” 


Additionally, the dam separates two of the major environments in the game—the snowy tundra, and the grass of the 
Highlands. “By utilizing the idea that the glacier is actually pressing into and destroying parts of the dam, we were Bloodshot Ramparts Concepts 
able to bring in that icy blue glow and remind players of the environment they just traveled from,” Duc says. LAT ee e3| 





TUNDRA EXPRESS 


Early Om, the Tundra Express map was built around a simple idea: a train would be 
Constantly running through it, and would somehow be hijacked in a story mission. 
BUT Nee Teme quick environment “dressing” by Lorin Wood. “I made 
Some Hardcopies of screenshots and used my trusty pen and markers to spiffy 

Up thisvaf@a. Quick and dirty,” he says. To the right, you can see some of Wood's 
ere) Om UM CELA MTCC MUM LTO LTR Ce-UUURMT LaeS1P41 0 
quasi-Western world we created.” 
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“Tiny Tina's House was concepted to feel 
like a quaint ‘Swiss Miss’ house—quite 
the juxtaposition to the character herself,” 
Scott Kester says. 


Kester also concepted the Bandit housing 
sprinkled across the area. “The original 
CEM RUT RCC MU @erc RU mL lTA | 
WESC AUS Ur LeercLSm TCOLU Ol MMLeLele 
the goods, and live inside the train cars 
PLICIAN CLC SESS: \Ve 


Tundra Express Screenshot [Jason Reiss, David Avery] Top 
Tundra Express Concepts [Scott Kester] Above 
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the Caustic Caverns were going to have statues of Guardians—the Eridian-created enemies ; Y oe ; y r 
he end of the first game. Scott Kester remembers, “They were removed and used at the end of . 
ame instead. Some of these concepts were also used elsewhere.” 





em Concepts [Scott Kester] Top 
err Concepts [Matias Tapia] Bottom 





CONTROL CORE ANGEL 


A techno-horror battleground of sudden death and 
harsh lighting. 
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If you love ice and bandit murder, this is where 
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OPPORTUNITY 


Handsome Jack's fascist city of the future is waiting for you...to get the hell 
out so our taxpaying tenants can move in. 
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The mysterious cliffs where Borderlands 2’s terrifying raid boss lives. my not 
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THE BUNKER THE HIGHLANDS 


Handsome Jack's stronghold in the sky affords players the ability to Grass! Water! Stalkers! The highlands of Pandora are as lush and inviting as 
CUS OLS OL ee Teun cts 
transforming warship. 
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THE HIGHLANDS - THOUSAND CUTS eek 


ef) Y a) The bandit-infested cliffs that Brick’s Slab Bandit Welcome to the home of the amoral Zaford Bandit 
Clan calls home. ETAT CMLL mr SMUT (eS TO 


Ed MAC CO STC Lem OLe TL Co 
booze. And they really love booze 
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WILDLIFE EXPLOITATION PRESERVE ‘ 


Hyperion’s awful creature torture facility of awfulness. Visually, this map 
"presents a close marriage of Hyperion hi-tech with Pandoran nature. 
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THE HIGHLANDS 


The grassy Highlands represent a large change for the player. Suddenly abandoned by their Guardian Angel 
and the city they called home, the player is thrust into a lush, yet dangerous, environment never before seen 

in Borderlands. “These are very early, what we refer to as “Blue Sky” concepts for the grasslands,” Kevin Duc 
says. “The glacial wall was one idea for creating a fairly blunt boundary between the tundra and the grasslands. 
The Cliffside research station was an idea for what a Hyperion presence might look like. We also explored rock Zone 2 Concepts [Kevin Duc] Belo) 


shapes within these images, something that provides a lot of the feel of a particular area.” Zone 2 Concepts [Scott Kester] i 
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[ZONE 2] 


















“It's surprising how much rocks 
influence the feel of a landscape,” Duc 
says. “In Borderlands, we always want a 
very dangerous, deadly feel for all of our 
areas. In the landscape, rocks are one 

of our tools that we use to convey these 
moods. A lot of these flat, chipped away 
surface structures were influenced by 
shale deposits.” The illustration below 
was “a quick painting to see how the 
different rock shapes might integrate into 
a grasslands type environment.” 


Boulder Concepts 
[Kevin Duc] Top 
Boulder Concepts 
{Kevin Duc] Bottom 
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THE FRIDGE 
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special place to call home, and the ice- 
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location. “The idea depicted here,” Duc 
says, “is that they've taken Bandits down 
into their frosty cave and encased them in 
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[ZONE 2} 


THOUSAND CUTS 


The Hyperion building atop Thousand Cuts was originally conceived of as Handsome Jack's house, 
says Kevin Duc. “Handsome Jack's fortress of solitude needed to be both a stronghold and a 
reflection of his egotistical character. The architecture is pompous, poured concrete superstructures 
in a modern style. The cliff complex needed to be extravagant while also reflecting Hyperion’s cold, 
calculated design language.” 





Cliff Concepts 

[Kevin Duc] Top 

Cliff Concepts 
[Matias Tapia] Bottom 








Cliff Concepts 

[Kevin Duc] Left 

Cliff Concepts 
[Matias Tapia] Below 
Cliff Concepts 
[Matias Tapia] Bottom 
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GYROCOPTER FACTORY AND JACK'’S BUNKER 


“The fight up to Handsome Jack’s fortress needed to feel epic,” says Kevin Duc. “The house was intended to sit on the edge of the Grasslands and Ash. | 
pulled a lot of influence from the recent volcano in Iceland, and thought that a giant, lightning bolt laden volcanic plume would be a perfect backdrop to 
the player's first encounter with Jack.” L 


Artist Matias Tapia was 
tasked with creating a 
Buzzard factory—before the 
Buzzards had actually been 
designed and built. “At this 


point, | think we didn’t have 
a Gyrocopter yet, but needed 
to have a factory. So, the 
factory sketches were sort of 
designed to be an abandoned 
Hyperion factory instead of 
what it actually became.” 





Factory Concept [Matias Tapia] 
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[ZONE 2 


WILDLIFE EXPLOITATION PRESERVE 


The Wildlife Exploitation Preserve—half-jokingly referred to as “Pandora 
Park” internally—was always thought of as a Hyperion-made creature 
experimentation area smack-dab in the middle of the grassy Highlands. 

“Our environment artists requested a paint for ideas on integrating a research 
facility into a rocky outcropping,” Kevin Duc says. “This piece tries to convey 
the dirty, poisoned environment and the harsh Hyperion architecture.” 


Pandora Park Concepts 
[Scott Kester] Above 
[Kevin Duc] Below 
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Once the design team knew they wanted the player to fight a 

gigantic Bloodwing, the boss fight arena needed to be designed 
Kevin Duc says, “The Bloodwing fight needed a closed space to 
host a controlled battle. These pieces defined what Hyperion guard 
rails buildings might look like within the research facility, as 
well as the general layout of the Bloodwing encounter.” 


Bloodwing Arena Concepts [Kevin Duc] Above, Right, 
Centrifuge Concepts [Lorin Wood] Below 


“| bypaSsed traditional media and elected to just crank this design out 
POT) 2) NACL OE CRIMEA OMe reLuiUCem UrLesCcnn CO COM tem Tem (ofe] (or Ole) 
says Lorin Wood. “Some poor critter was crammed into the angular pod at 
the end: The shrieking...” 
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LYNCHWOOD 


The team knew they wanted a classic Wild West-style town 
for Borderlands 2—a place where you could easily imagine 
a tumbleweed rolling down the street and over the body of 
TUM CLASSIC Tm LOOMS eSiTe lm ULM ALercCOMOULALATe MATT LLMLLOL OL 
Lynchwood became that town. 
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Lynchwood Concepts 
[Scott Kester] Top Left 
[Matias Tapia] Top Right, Bottom 
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These concepts for Lynchwood explored how the team could repurpose 
existing assets (the bus, the digger wheel) to give the city a new visual 
identity. The bus graveyard, in particular, stood out as particularly cool. 


Lynchwood Concepts [Matias Tapia] Above 
Longwall Components [Matias Tapia] Below 
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OPPORTUNITY 


The Hyperion-built city of Opportunity 
represents Handsome Jack’s hopes for the 
future—that one day, all of Pandora might 
look as clean and shiny and unnervingly 
fascist as Opportunity. “Hyperion has 
developed its own design language, which 
consists of a lot of 45 degree angles,” says 
Lorin Wood. “This city is the pinnacle of 
opulence and pristine architecture. | thought 
flying buttresses would be something 
interesting to see around this environment; 
hanging off the glass monoliths or arching 
over communal walkways.” 


“These are sketches of an upgraded 
‘New You’ machine in the Hyperion 
style,” says Kevin Duc. 


Hyperion City Concepts 
[Kevin Duc] Above 
[Lorin Wood] Below, Right 











“This was a study of the 
type of architecture (both In 
scale, style, and ambition) 
TUFVe SM UCMIOUN IN aa 
City,” says Lorin Wood. 





MIMS Cee m oles U Leese Ce 

my plane window as | flew out over Long Beach, 
alifornia, looking back towards Los Angeles,” 

CRS Me Ue eneCLM MOL MSO) 
littl Dubai off shore, so this was the perfect angle 
tofeally show his flagrant disregard for anything 
buthis ego. | imagined him completely stripping 
away the shoreline for miles and transferring that 
landmass to the man-made island.” 





CONTROL CORE ANGEL 


“These drawings represent an early design idea for 
the Angel encounter,” says Kevin Duc. “The player 
Fast-Travels to a bizarrely serene, antiseptic modern 
apartment where they meet Angel in the flesh. In 
the midst of the conversation, the apartment walls 
collapse outwards and a robotic armature swoops 
in, encapsulates Angel, and pulls her up into the 
newly revealed arena.” 


Initially, Angel was written as having two split 
personalities—her true self, and her dark side 

that surfaced whenever Jack ordered her to do 
something. “The viewscreen projections show the 
split personalities of Angel while she both fights 
you, and asks for your help,” Duc says. “The 
supercomputers rising from the floor provide cover 
while robot enemies pour into the room through wall 
and ceiling openings.” 


Vog’s Chamber Concepts [Kevin Duc] 
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BADLANDS 


As a final twist of the knife to those few players 
who might not have already hated Jack and 
Hyperion, the team wanted to show what had 
become of the iconic Fyrestone area from the 
sea) 
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The dry, bone-filled wasteland of the 
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ERIDIUM BLIGHT 


Welcome to the wasteland! The apocalyptic 
Eridium-ravaged blight served both to highlight 
AECLOMe NOM Omar ieee Melle mci lem le 
darkness of the narrative 





_ ORE CHASM 


q MSE MORI Ce ACen 
Gearbox punmaster Randy Varnell, is 
run by a lascivious Hyperion bot. It is 

Sea Ee TTR fell ele ty 
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Home of the Sawteeth, and the single largest freefall in the entire game Mele ele Ur lar Ue See ume re em ner Le 
OM NRC a eeu la 





ENVIRONMENTS [ZONE 3] 


116 








eS) 


By the time the story reaches its third act, things have gotten 
dark—really dark. Now that several characters are dead and 

Jack is closer than ever to winning, the art team wanted the 

environments to reflect the mood of the story. “It has to read 
as ‘evil,’ so naturally lava, smoke, and pointy things come to 

ORME STO st 















} 


—_ 
iia 


me 


oa 








Zone 3 Concepts [Matias Tapia] Left, Right 
Zone 3 Screenshot [Tris Baybayan, Carl Shedd] Below 





FYRESTONE 


In bringing the player back to a 
newer, more perverted version 
of Fyrestone from the original 
game, the art team contrasted 
the older visual elements of 
the first game with some of 
Borderlands 2s new visual cues. 
“| think that here is where the 
look of Eridium was finalized,” 
Tapia says. “It was easier to 
handle this environment as a 
type of unique pollution and 

a sign of exploitation (adding 
pumping machines and extrac- 
tion tubes for the latter). Then 
it was applied to Borderlands 1 
environments for comparison.” 
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SAWTOOTH CAULDRON 


Originally, Sawtooth Cauldron (referred to 
internally as “Crater Lake”) was originally 
conceived as a sort of vacation spot for bandits. 


“We had to think of the scale of the grasslands 
areas and what type of colors and geologic 
formations we might encounter,” Kevin Duc 
says. “We imagined a huge hotsprings-like 
caldera with a village sitting in its center. These 
ideas led the way to our Crater Lake map.” 


“Initially | suggested making the map an 
abandoned theme park,” adds Matias Tapia. 





7 Crater Lake Concepts 
; [Matias Tapia] Top 
[Kevin Duc] Bottom Left, Botttom Middle 


[Gearbox] Bottom Right 
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These concepts show different explorations for the Hyperion moon base. Should it be a 
belt, encircling the moon? More of a space station, floating ominously above its surface? 


In the end, the team chose to go with the massive H-shaped satellite moonbase that not 
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OON BASE 


he Hyperion moon base came about as an 
ittempt to visually tell the story of Hyperion’s 
Cee Ole mee Ce Me meee B 
henever players looked into the sky, the 
rt team wanted them to know that Hyperion 
as running the show—they’'ve taken over 
jot just Pandora and its people, but even the 
iggin’ moon. 





in Base Concepts 
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Illustration 
[Scott Kester] Right 
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s. GEAR [BANDIT] 





OVERVIEW 


The Bandit class of weapons was pushed by a want for us 
to answer the question of “what type of weapons would an 
isolated bandit, sitting out in the wastes, build?” We wanted 
these guns to look cobbled together with found objects, 

to have screws and nuts and bolts coming off at skewed 
angles, and at the same time look dangerous. The design 
team wanted a large capacity magazine and left the rest to 
the artists’ imagination. 


“On our first light machine gun pass, we went really far into 
the junky, cobbled together look,” Duc says. “We even built 
our first scope out of a beer bottle. As the weapons system 
was implemented, and parts began swapping with other 
manufacturers, we found that our initial design language 
may have been a bit too scrappy. In later iterations of the 
Bandit machine gun, we tightened up some of the odd 
angles, and went with a sturdier looking design.” 


Bandit Explorations [Kevin Duc, Jeramy Cooke] Right 
Weapon Breakdown [Kevin Duc] Below 
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ASSAULT RIFLE 


“The Bandit guns were originally designed to have a rag-tag, pieced together look,” 
says David May. “After a few designs came on board we opted to go with a more 
streamlined aggressive look. This helped the design to integrate better with other 
manufacturers as well as look less ‘junky.’ The original gun was then redesigned and 
built to fit the updated Bandit aesthetics.” 


Assault Rifle Concepts [Martin Sawkins] Above 
Assault Rifle Models [David May] Left 
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[BANDIT. 


SMG 


These SMG concepts show the reboot of the Bandit 
manufacturer identity. We wanted these weapons to look 
sharp, strong, and deadly. You can imagine the metal is 
pressed quarter inch steel, the kind of thing you could throw 
off of a building, pick up, and stab someone in the face with. 
We still wanted the homebuilt look, but maybe built with a bit 
more skill than we had first envisioned. 


Since our weapons are made of parts that are procedurally 
mixed in our game system, we have to breakdown each 
weapon into its component pieces. Here the individual parts 
that make up the Bandit SMG are called out for the 3D artist. 


“Once the initial design for a weapon is solidified, our 3D 
artist, David May, makes a 3D block-in mesh for each 
weapon in a class. We have to make sure that all pieces in 
a particular weapon type fit together. For example, all barrels 
must attach to all bodies in a functioning, aesthetically 
pleasing way. Once these pieces fit, | paintover David's 
block-in mesh to provide a very accurate representation 

of what the final model should look like,” Duc says. 


SMG Concepts [Kevin Duc] Right 
SMG Mesh [David May, Kevin Duc] Below 





SHOTGUN 


aU Ue eculey el meet RURAL Re: VALE om eee 
ours, handled most of the t ifting on the shotgun designs and models. The process 

‘as very similar to work vith in-house artists, as 3Point sent us a set of sketches, We 
provided fee ck, and so on and so forth. The middle piece is a paintover done over One 


of 3Point’s drawings to pull the design closer blished Bandit language 


Shotgun Concepts [3Point] Left 
Shotgun Concept in Duc, 3Point] Below 





ROCKET LAUNCHER 


CEU eCUN ia Ums UMN ORI RYeee eye Meal ee lec cel mem Uae Tame 
type things we did in the environments (piecemealing it together from other objects, cloth wrapped around 
everything, etc.) had to be toned back so they still looked good when mixed with the other guns,” 

says Jett Sarrett. “| think the end result was better for it.” 


— 
Rocket Launcher Concepts [Virtuous] Below a , * 
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PISTOL 


“The Bandit pistol retains the large capacity theme. In these 
sketches we explored various configurations and types of 
magazines. In the end, we went with a side-loaded magazine 


and a big, double-drum magazine for rarer pistols,” says Duc. 


Pistol Concepts [Kevin Duc] Above 
Pistol Concept [David May, Kevin Duc] Right 


129 





130 





[DAHL] 


DAHL 


OVERVIEW 


The design philosophy behind Dahl was one of modern, adjustable military 
weapons. We wanted Dahl to look like something the user could conform to 
his dimensions and needs, so we included accessory rails, adjustable chin 
straps, modular grips, etc. Dahl appeals to those players whose tastes sway 
towards modern military weapons. In these early concepts, we experimented 
with a bit more rounded, flowing shape. 


Our original Dahl assault rifle was intended as a bullpup design (a magazine 
to the rear of the trigger). This presented problems with our parts swapping 
and animation concerns forced us to follow a more traditional magazine 
layout in future designs. In this breakdown image, you can see the use of 
digital camo patterns to further push the modern military theme. 





DAHI 


Weapon Breakdown pe 


“Dahl accessories are akin to what might 

be found on a real-world weapon. Laser 
sights, grip covers, flashlights, etc., are 

all possible accessories for Dahl. These 
accessories, like the Bandit exploration, 
were done before we decided on universal, 
shared accessory parts,” explains Kevin Duc. 


Dahl Explorations [Kevin Duc] 7op 
Weapons Breakdown [Kevin Duc] Middle 
Accessories Breakdown [Kevin Duc] Aight 
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PISTOL 


The Dahl pistol is our modern style, 
magazine fed semi-automatic pistol. This 
meant designing the weapon with a grip 
magazine, a slide, and both closed and 
open hammer configurations. We kept the 
exposed floating barrel and long, horizontal 
break-line of our assault rifle and sniper 
rifle designs, and built on the adjustability 
aspect with replaceable grip panels and 
accessory rails. 


The animation of the pistol involved both 

a closed and open hammer design. We 
described these various reload and firing 
sequences for our animators. These 
drawings help not only the animators, but 
also the modeler building the weapon. They 
let the modeler know which parts can be 
welded together and which parts need to 
be free-floating geometry. For example, the 
slide moves independently from the rest of 
the model in both reload and firing. 


Pistol Concepts [Kevin Duc] Above 
Pistol Anims [Kevin Duc, David May] Right 








ASSAULT RIFLE 
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laid out these body parts, where they 
are located on the base body, and how 
they interact with each other when 
used together.” 





Assault Rifle Texture 
[Liquid, Kevin Duc] Above 
Assault Rifle Variations 
[David May, Kevin Duc] Left 


Slide moves back during firing. Player racks gun by 
pulling slide back and releasing It for reload. 
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SMG 


With the Dahl aesthetic defined by our assault rifle, we 
began exploration of the SMG. The SMG continues to evoke 
the modern aesthetic with rails, flip-up iron sights, standard 
magazine, and adjustability throughout. 


“From the start, we wanted the Dahl SMG to be a bullpup 
layout. Since our grips and body sizes had to be consistent 
from manufacturer to manufacturer, setting the goal for a 
bullpup SMG early in the design process prevented any 
future complications,” says Kevin Duc. 





SMG Concepts 

[Kevin Duc] Top Left, Above 

SMG Model/Concept 

(Kevin Duc, Liquid] 

Middle Left 

SMG Models 

[Liquid] Middle Right, Bottom Right 
SMG Anim 

[Kevin Duc] Bottom Left 





When we design guns, we try to make them look and behave in a believable manner. This means designing with 
function in mind. For the Dahl SMG, rounds are loaded into the bottom of the gun and fed up into the chamber. 
The bolt moves back and forth, seating each round into the chamber and expelling the spent cartridge. The interior 
of the gun is described here showing the chamber that each round is lifted into. The firing animation and reloading 
animations are also described to our animators so that everyone in the development chain is clear in how these 
weapons function. 
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We tried quite a few designs trying to push the aesthetic a bit into the future. 

In the end, we pulled the designs back into the final modern look you see in 

game. Family resemblance to the Dahl assault rifle can be seen in the barrel 

shroud with exposed floating barrel, open-top bolt design, accessories rail, 

and the aforementioned bullpup magazine. 


Dahli Sniper Rifle 
nama 


“The various moving parts and animation requirements are 
described to help our tech animators rig the sniper rifle,” says 

Jett Sarrett. “Knowing what parts move allows the animators to 
build skeletons and weight parts to the correct bones so that firing 
animations and reloads change the weapon state accurately.” 
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' from the parts on the weapon itself, to os 
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/ even inking is different on the weapons. 
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Kevin Duc for helping me out through — 
this!” says Jett Sarrett. 
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OVERVIEW 


Hyperion design language reflects the austerity and high technology of Hyperion. 
We drew influence from Claptrap’s slab-sided design, and applied these design 
elements of flat, faceted surfaces and exposed tech internals to a gun shape. 
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SMG Concepts [Kevin Duc] Above 
SMG Models [Liquid] Below 
SMG Breakdown [Kevin Duc] Bottom 


SMG 


These are some of the first Hyperion 
weapon drawings. We pulled a lot of 
influence from Claptrap, and used 
flat sided, angular shapes. We also 
integrated our “waffle pattern” metal 
panels, pulled from some of our 
Hyperion architectural designs. 


“Early on we envisioned the Hyperion 
SMG as using a top-loading mechanism. 
We wanted the scope and magazine 

to rotate forward and slightly eject 

the magazine into the player's hand. 
When the player replaces the magazine, 
the weapon retracts it and the scope 
[moves] back into position with a 
servo-like sound,” explains Duc. 
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SHOTGUN 


“Hyperion shotguns continue the 
ACO Orel ACCOR EIHCUNer 
AUT TUIMYaN atm (COOOL) Le) 
and pistol designs. We wanted 
a lot of movement during firing, 
so we exposed the shells and 
PVE Nem UTM ereCe lire m nC) 
AUTRE OAS NCL LOL 
“These auto-loading features 
played well with the automatic 
firing of Hyperion shotguns.” 





Shotgun Concepts [3Point] 7op 
Shotgun Models [David May, 3Point] Above 
Shotgun Animations [3Point, Kevin Duc] Below 
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Bipod slides up 


SNIPER RIFLE 


“The Hyperion sniper rifle is also an electro-mechanical top-loading weapon 
We integrated the typical Hyperion shapes including slab sides, angular cuts, 
and waffle pattern metal plates covering a wired interior. The Hyperion sniper 
rifle reload proved very unique and noticeable with its long slide forward of the 
scope and ejection of the spent magazine,” explains Kevin Duc. 


“The Hyperion sniper was by far the most intense, fun, and demanding 
undertaking of the whole project for me,” says Jimmy Barnett. “It was the first 
weapon | worked on so it definitely came with the learning curve of producing 
a weapon for Borderlands 2. As soon as | saw the final concept for this thing 

| knew | really wanted to do it. Luckily everything worked out!” 


Sniper Rifle Concepts [Shane Nakamura] Above and Right 
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Revised 1st Person View 
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JAKOBS 


OVERVIEW 


Jakobs represents Old World craftsmanship mixed with slight Borderlands tech. “Metal sections are composed of forged and machine-cut steel and stocks 


and grips are made of wood. In these early drawings, we explored a top-loaded drum magazine that sat horizontally on the top of the weapon. This evolved 
into the more traditional placement in the final design.” 














Jakobs Explorations [Kevin Duc] 7op 
Jakobs Explorations [Kevin Duc] Middle 
Aesthetics Pass [Kale Menges] Below 
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PISTOL 


BUCO De O MIEN R TT UE RENAE 
reloads,” says Duc. “Depending on which body at- 
tachment was present, the pistol could reload like 
EB olCr Laer acme dL Lea Or- (OLA TOMO TALS camo lar: wy Te 
cartridge reload. Because of game constraints, the 
single reload was dropped in favor of the other two 


“Jakobs scopes are designed with Old World methods 
TUMOR Cm CM CORA) Mrmr HlOar Meloni e le 
glass optics encased in brass bands.” 
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same name,” says Jacob Christopher. “| don’t know 
if this name sharing had any effect on the final 
Ela e cm ciel (01 ae 
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ASSAULT RIFLE 


The Jakobs assault rifle was one of our first 
Jakobs designs. We pushed the Old World 
craftsmanship concept by integrating polished 
woods, blued metals, and silver and gold inlays. 
The mechanism in the large wheel magazine is 
actually five magazines in one rotating housing. 
With each trigger pull, the housing rotates to 
another magazine while loading a round into 
the chamber. 


“The Jakobs scope needed to look both 
traditional but also have aspects of a 
Borderlands tech level. By integrating the 
switches and imbedding a tech piece, we can 
pull the scope design into a mix of the two.” 





Weapons Breakdown [Kevin Duc] Above Left 
Rifle Model [Ricky Oh] Above Right 
Rifle Scope Model [Kevin Duc, Ricky Oh] Left 








[JAKOBS]} 





SNIPER RIFLE 


“The Jakobs sniper rifle is our only bolt- 
action rifle in Borderlands 2. Dependent 
on which body variant is present, the rifle 
can also be a semi-automatic rifle. We had 
to explore animations for both variants, 
including firing and reload animations.” 


Rifle Concepts [Virtuous] Top 
Rifle Anims [Kevin Duc, Virtuous] Right 
Rifle Scope Model [Virtuous] Below 














SHOTGUN 


Of the breech-loaded Jakobs shotgun, designer Matt Armstrong 
Vn CRU CUL GOR ROE emcee) CMM eR LCL 
what was kind of missing from Jakobs in the first game. | always 
intended to get the double-barrel in the game and make it feel like 
the one in Doom.” 


Shotgun Concepts [3Point] Top 
Shotgun Anim Design [Kevin Duc, David May] Right 
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JAKOBS 





Shutter rotates out 
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OVERVIEW 


Maliwan’s design language evolved from the 
decision to make them our highest technology 
manufacturer. Maliwan is defined by long, 
arching lines bisected by straight line cuts. 
We looked at a lot of modern electronics and 
automotive design for the shapes of Maliwan. 


“We made Maliwan’s magazines energy sources. 
When the weapon is reloaded and the power 
source is removed, the weapon shuts down 

and its glows dim. When the new magazine 

is inserted, the glows flicker back online and 
scopes light back up,” says Kevin Duc. 
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ROCKET Maliwan 
LAUNCHER 


The Maliwan rocket launcher 
continues the high-tech 
smooth shapes of the pistol. 
It's powered by the three pods 
inserted into the central body 
of the weapon. In the image 
above, you can see the family 
resemblance between the SMG 
and the rocket launcher. 


Launcher Concept 
[Kevin Duc, David May, 
Virtuous] Top 
Launcher Models 
[Virtuous] Right 








[MALIWAN] 


SMG 


The Maliwan aesthetic was first explored in these SMG concepts. 
We knew we wanted some arching, circular shapes, and the first 
design we settled on had a circular magazine, but then much more 
linear shapes surrounding it. In the end we found a good balance 
between arches and straights and settled on what you see in game. 
Another aspect of Maliwan is the emissive surfaces and information 
panels throughout. 












SMG Concepts [Kevin Duc] 7op SMG Model [David May] Above 
SMG Model [David May] Above SMG Concepts [Kevin Duc] Below 








SNIPER RIFLE 


The Maliwan sniper rifle continues 
the long arch aesthetic. We carry the 
arch from the stock all the way to the 
front of the barrel. In first person this 
is very apparent, but subtle in the 
profile view. The Maliwan reload is a 
variation on break-barrel reloads in 
that the rifle breaks in half, exposing 
the power core for reloading. 


Sniper Rifle Concepts [Robert Simmons] Right 


Sniper Rifle Concepts [Kevin Duc, Robert Simmons] Above 
Sniper Rifle Models [David May, Robert Simmons] Right 
Sniper Rifle Models [David May, Robert Simmons] Below 
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Normal magazine 





Large magazine for A model 
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[TEDIORE] 





TEDIORE 


[Weapon Breakdown [a= | 





AUTOMATIC RIFLE 


The Tediore assault rifle actually didn’t 

end up making it into the final game. “The 
first thing we did was build out the assault 
rifle variations,” designer Matt Armstrong 
says. “And then we planned out where the 
manufacturers would go and what they'd 
feel like. And it became clear, very quickly, 
that we'd have to make hard decisions for 
memory reasons and to reflect personality 
as best we could. And when we came down 
that path, we felt like Jakobs would do more 
interesting stuff with assault rifles whereas 
Tediore assault rifles might be more of the 
same. So we gave up Tediore assault rifles 
in favor of the Jakobs repeater rifles.” 


Tediore Rifle Concepts 

[Jeramy Cooke, Kevin Duc] Above 
Tediore Rifle Variations 

[Kevin Duc, Liquid] Right 


OVERVIEW 


Tediore is our cheap, throwaway manufacturer. 
We use simple shapes and details that suggest 
a mass produced, vacuformed manufacturing 
process. We have injection mold marks and 
cheap, LCD displays. 
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Tediore Breakdown 
(Kevin Duc] Left 
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PISTOL 


Tediore weapons are throwaway, and hence, 
lack the magazine that is removed and replaced 
in a typical weapon reload. This allowed us to 
imply a magazine space, and moving parts are 
limited to the bolt-ejecting spent cartridges. The 
lack of large screws and bolts reinforces the 
one-time use guns’ non-serviceable nature. 


Tediore Aesthetics Pass [Kale Menges] Jop 
Pistol Concepts [Kevin Duc] Right 
Tediore Concepts/Models (Kevin Duc, David May, Liquid] Below 











WEAPONS & GEAR [TEDIORE]} 











SHOTGUN 


The Tediore shotgun perhaps best encapsulates the 
manufacturer's visual themes. It’s perfectly flat, perfectly 
boxy, and perfectly disposable-looking—basically, it's 
just a big, plastic rectangle that kills people. 


Shotgun Model [3Point] Above 

Shotgun Concepts and Variations [3Point] Right 
Rocket Launcher Models 

[Kevin Duc, David May, Virtuous] Below 


ROCKET 
LAUNCHER 


Perhaps the most interesting aspect 

of the Tediore rocket launcher is that 

it was designed to look as if it, itself, 
could be a rocket. Since you throw the 
entire rocket launcher upon hitting the 
reload button, the launcher itself had to 


look like something that could plausibly 
fly through the air and explode upon 


ROCKET LAUNCHER smacking into an enemys tace. 


DISPOSABLE 
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SMG 


To the right, you can see some explorations of the Tediore SMG that 
attempt to determine exactly how boxy a gun can look before it ceases 
to look like a gun anymore. Of all the Tediore weapon types, the SMGs 
visually share the most in common with the disposable Bic lighters that 
Lee Ce SO IIS ODM LCC OLE ULM TUL A 
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SMG Models [Liquid] Below 
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[TORGUE} 







OVERVIEW 


Torgue design is heavily 
influenced by WWII fighter 
planes and big, beefy engine 
blocks. We drew inspiration 
from fighter aircraft markings 
and applied these themes to 


our various Torgue rarity levels. 


Cowlings and base materials 
move from rusty steel to 
highly polished aluminum. 


Torgue Concepts 
[Kevin Duc] Top 
Pistol Breakdown 
[Kevin Duc] Right 
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PISTOL 


“The Torgue pistol embodies a meaty, larger than life 
design,” says David May. “The concept artist, Kevin Duc, 
created a stunning visual guideline which was iterated on 
throughout blockout, high poly, and low poly phases.” 


The Torgue pistol needed to be massive. We took 
advantage of a monobloc style shape in that the barrel is 
just as tall as the body. This gives a massive presence to 
the pistol. Details infer that the weapon is cut from solid 
billet steel. 





Pistol Anim [Kevin Duc, David May] Above 
Pistol Models [David May] Left 
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AUTOMATIC RIFLE 


The pieces making up the Torgue assault rifle needed to look 
extremely distinct. Since any non-Torgue assault rifle with a 
Torgue barrel fires rockets instead of bullets, the visual design 
needed to clearly communicate this fact. Upon looking at a 
Jakobs repeater rifle with a Torgue barrel, the player is thus 
able to, without even picking up the gun, know that the rifle 
will spit rockets instead of lead. 


Automatic Rifle Concepts [Kevin Duc, David May] Left, Above 
Automatic Rifle Models [Ricky Oh] Above 
Automatic Rifle Variations [Kevin Duc, David May] Below 





5 & GEAR [TORGUE 


ROCKET 
LAUNCHER 


“The Torgue rocket launcher 
looks like a massive '50’s jet 
engine,” says Kevin Duc. 

“It includes our typical 
Torgue cowlings and the 
forged, machine-cut solid 
steel substructure.” 


“Most of the weapons were 
arduous endeavors. Rocket 
launchers were put in near 
the end so there were some 
pretty tight time, poly, and 
texture budgets. In fact, 
several artists worked 
through Christmas break 

to deliver these on time,” 
says Jacob Christopher. 


Rocket Launcher Concepts 
[Virtuous] Right 

Rocket Launcher Models 
[Jacob Christopher] Below 
Rocket Launcher Concept 
{Kevin Duc, David May, 
Virtuous] Bottom 
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SHOTGUN 


“The Torgue shotgun shows our engine block influence in the 
Cutlines of the body,” explains Kevin Duc. “The cowlings are used 
on the barrel and stock to cover up an interior substructure.” 





Shotgun Concepts [3Point] Top, Below 
Shotgun Concepts [Kevin Duc, David May] Above 
Shotgun Concepts [Martin Sawkins] Left 


153 








[VLADOF] 


VLD 


OVERVIEW 


Viadof is pure Russian 
influence: stamped steel, 

rusty bolts, tall thin shapes. 
We wanted a very fast firing 
weapon, and what better way 
to infer fast fire rate than to 
use a Gatling barrel? While the 
Gatling barrel worked, we also 
designed a less recognizable 
multi-barrel solution with the 


over-under alternate design. : “oe : 
Viadof Explorations 
i i RUSSIAN 
[Kevin Duc] Right aaa wan 
SMG Concepts STEEL/CARBON 
{Kevin Duc] Below aE: a 


SMG 


The Viadof SMG never survived the concept phase. “Early on, we did concept art for all kinds of stuff,” designer Matt Armstrong said. “And then it was just coming 
down to thinking, ‘what does it bring to the table?’ Viadof is ‘high rate of fire,’ and submachine guns are ‘high rate of fire.’ So a Viadof submachine gun wouldn't 
actually bring anything new to the table.” 
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Assault Rifle Model [David May] 


Charging handle moves 
during reload and with 
each shot 


rotate according 


Magazine replaced 
during reload 


Assault Rifle Anims [Kevin Duc, David May] Above 
Assault Rifle Variations [Kevin Duc, David May] Right 
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SEAR [VLADOF} 





SNIPER RIFLE 


When the defining characteristics of your weapons manufacturer 
are high rate of fire and rotating barrels, how does that visually 
translate into sniper rifles—a weapon type with a stereotypically 
low rate of firé and a non-rotating barrel? Interestingly, the sniper 
rifle landed in a place where it takes many of the visual cues from 
an assault rifle—the large clip, for instance—but still visually 
reads as a sniper rifle. 


Sniper Rifle Concepts [Robert Simmons] Right 
Sniper Rifle Model [David May] Below 


PISTOL 


The Viadof pistol continues the multi-barrel approach 
of the assault rifle. The pistol is magazine loaded, 
but rather than loading into the grip, we pushed the 
magazine into a front position. The scope is Russian 
influenced and uses a Cold War style scope held in 
place with a stamped steel base. 





Pistol Breakdown (Kevin Duc] Left 
Pistol Concept [Kevin Duc] Above 


ViadoF 











ROCKET LAUNCHER 
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had become a Viadof theme. 


Launcher Transition [Kevin Duc, 
David May, Virtuous) Right 

Launcher Concepts [Virtuous] Below 
Launcher Anims [Kevin Duc, Virtuous, 





Jimmy Barnett] Below Right 
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“This asset was a blast to make!” says Jimmy Barnett. “The launchers were under a 
pretty hectic deadline and demanded some weekends and extra love to pull off. Kevin 
Duc and David May did a great job with the design and planning for these with next 
to no time to do it. | am glad the effort paid off because the launchers are some of my 
favorite designs out of all the weapons.” 


















Launcher Model 
(Jimmy Barnett] Above 
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e-TEGH 


OVERVIEW 


With e-Tech, we chose a Hyperion 
inspired flap design to be a consistent 
theme of e-Tech enhanced weapons. 
These flaps were then integrated into 
the shapes of various manufacturers 
who would have licensed the e-Tech 
technology from Hyperion. The design 
of our pistol e-Tech barrel is based on 
Maliwan’s licensing of e-Tech. The typical 
Maliwan shapes are present, and the 
e-Tech flaps are attached in a high-tech, 
maneuverable fashion. 


wa 


Pie 





PISTOL 


“This sheet illustrates pistol accessories that are shared between all pistol manufacturers,” explains Kevin Duc. “Their placement and volume is based on the least 
amount of intersection between parts. These accessories had to work on a variety of surfaces with a variety of moving parts. Dave blocked out the placement and 
| painted out the final design over these blockouts. One of the fun things we really wanted to bring back was bayonets on pistols.” 





e-Tech Pistol Barrel Concepts [Kevin Duc] Top 
Pistol Accessories [Kevin Duc, Jacob Christopher] Bottom 


SHOTGUN 


The shotgun e-Tech barrel design is based on Torgue 
licensing Hyperion’s technology. Torgue has integrated 
four huge flaps onto their barrel design. Again, we 
Wanted to capture the essence of a base manufacturer 
and apply the Hyperion accents into it. 





SMG 


The SMG e-Tech barrel 

is based off of the Bandit 
manufacturer licensing 
Hyperion’s tech. We 
explored different levels 
of crude, thrown-together 
parts. One early idea 

vas a flamethrower type 
of solution; hence the 
tank and the pilot light in 
the front. We eventually 
settled on a mix of high- 
tech plasma blaster and 
low-tech flamethrower. 






&-Tech Shotgun Barrel Concepts 
[David May, Kevin Duc] Top Left, Top Right 
&-Tech SMG Concepts [Kevin Duc] Right 
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SNIPER RIFLE 


Our Hyperion e-Tech barrel is a 
Hyperion designed rail gun. This 

was to be our most high-tech sniper 
barrel, and we concentrated on long, 
almost spaceship-type shapes to find 
the final design. Here you can see the 
various iterations of flap placement, 
shroud amount, and bore shape. 


The sniper accessories were laid out 
and designed in a similar fashion as 
our other guns with the exception of 
the scope accessories. Because sniper 
rifles have scopes almost 100% 

of the time, we were free to make 
attachments to the scopes. These 
accessories still needed to be placed 
and take up a volume that worked with 
every sniper scope. 


e-Tech Sniper Rifle Concepts 
[Kevin Duc, Shane Nakamura, 
Jimmy Barnett] Top 

e-Tech Sniper Rifle Accessories 
(Kevin Duc, Jett Sarrett] Left 





ASSAULT RIFLE 


The e-Tech assault rifle barrel is based on Dahl licensing Hyperion’s e-Tech panels. These 
illustrations show some of the early explorations for what a laser blaster barrel in the Dahl 
Ame Om (ele aC 
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the flaps. This illustration conveys a possible “overheat” sequence that was thought up 
but ultimately not included in game. The “overheat” design did, however, influence the 
flaps opening and closing on firing. 


Alien Assault Rifle Concepts [Kevin Duc] 7op 
Alien Assault Rifle Anim [Kevin Duc, Liquid] Above 
Alien Assault Rifle Barrel Models [Ricky Oh] Right 








Barrel blows back 
on firing 
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ROCKET 
LAUNCHER 


The e-Tech rocket 
launcher barrel is based 
on Vladof's licensing of 
the Hyperion technology. 
These explorations show 
various panel placement 
and slight variations on 
the cowling design. 


Once we decided ona 
design, we worked out the 
animation for the firing 
sequence. In this image, 
you can see that we made 
the entire cowling slide 
back from recoil on firing. 


e-Tech Rocket Launcher Concepts 
[Kevin Duc, David May, Virtuous] Top 
e-Tech Rocket Launcher Concepts 


[Kevin Duc, David May] Bottom 
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ae GRENADES 
While the grenades in the first Borderlands may have done 
E (, 
TORGUE 


different things, they all looked identical. For Borderlands 
- DAHL 


2, however, the team wanted to make the grenade types as 
MALIWAN 
















visually distinct from one another as the guns are. Tediore 
grenades are boxy, Bandit grenades look like they've been 
duct-taped together, and so on. 
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[SHIELDS] 


sell SHIELDS 


“Shield designs were also influenced by 
our weapon design languages, with the 
exception of Anshin and Pangolin. Anshin 
drew inspiration from Japanese designs, 
and are the only shield with a rounded 
profile. Pangolin, one of the strongest 
shield manufacturers, uses the hexagon 
shape of the shield effect as influence,” 
says Kevin Duc. 


Shield Concepts [Kevin Duc] 
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[AMMO & CLASS MODS} 








AMMO 


Ammo pickups needed a refresh for Borderlands 2, 
and we chose to use the manufacturer design themes 
in creating these pickups. Maliwan shapes are used 
for the sniper pickup, Hyperion for the pistol, Viadof 
for the SMG, Bandit for shotgun, Dahl for assault 
rifle, and the explosive Torgue for rockets. 


Ammo Concepts [Kevin Duc] 7op 

Ammo Models [Kevin Penrod] Middle 

Ammo Revisions [Kevin Duc, Kevin Penrod] Above 
Ammo DIF [Damien Kim, Kevin Penrod] Right 
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CLASS MODS 


The class mods were designed to be an extension of the 
characters themselves. Each mod was created to represent 
that class visually and thematically. We needed to make sure 
each one had a different shape and form altogether, to be as 
unique as the class that wields them. “I went through several 
versions of each of these trying to find the right fit for the 
characters; we had to make sure these added to the form and 
feel of the character and didn’t fight their overall look,” says 
Scott Kester. “We couldn't get too big or bulky with them 
since it would interfere with animation and start clipping, or 
just make the character feel off balance. 


“We tried to pick an area on each of the characters that 
was unique to attach the mod to, so that they all felt 
different when a mod was equipped. | wanted Axton’s to 
fee! militant—a combination of a targeting camera and 


scope, a bit retro, but still with this layer of modern soldier 
on top of it. Maya’s went back to her Siren heritage and 
lore; we felt the book brought almost a sage feel to her, 
since she’s the closest character we have to a traditional 
magic user. It was also a stark contrast to her overall sleek 


look. Salvador’s was meant to convey classic underarm 
holsters, that at any moment he could reach for another 
weapon, and add to the mayhem on the battlefield. Zer0's 
were created to make him seem more aerodynamic, but | 
also felt it added an aggressive edge and angle to him, 
which supported the assassin theme and made him feel 
more dangerous.” 


Class Mods [Adam May, Tris Baybayan] Right . 
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Illustration 





What's the point of wielding bazillions of g 


ni 


if you don't have anything fun to shoot at? 


(Don't answer that. It's hypothetical.) 


Fans of the first Borderlands grew to love 
many of Pandoras enemies—the flesh-stripping 
Psycho, the yertically-mouthed Skag—but they 
wanted more. ‘More variety, they requestee 
“More complex Al,” they shouted. And really, 
who were we to say no? (Again, hypothetical 


Dont answer.) 


In this chapter you'll witness the birth of the 
Bullymongs the rise of the Rats, and you " find 
out the Goliath's favorite internet meme (it's 


the most offensive one you can think of} 


So, turn the page what are you waiting for: 


{You can answer that question if you ™ ant.) 


[Scott Kester] Right 
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ENEMIES [BULLYMONG 


BULLYMONG 
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says. “A primate of sorts with four arms— 
very barbaric and primal. We tried to make 
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“He basically walks on his arms, using his 
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suite for him.” 
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‘The Bullymong’s arms were a particular challenge to sculpt and to model with animation 
in mind,” according to Wes Parker. “We wanted the place where they joined to look like 
the muscle was almost woven together, and not to stretch too bad when the arms are in 
extreme poses. Another issue we had in the creation of this model is what to do with the 
uh, pubic region. There were a lot of interesting ‘Too Hot for TV’ concepts running around 
for a while. After trying a lot of different ‘solutions,’ we decided, for the sake of everyone, 
just to Ken doll him.” 
















Bullymong Concepts [Scott Kester] Previous Page 
Bullymong DIF [Wes Parker] Right 

Bullymong Model [Wes Parker] Below 

Bullymong Model [Adam May, Wes Parker] Bottom 





[BANDITS: PSYCHO} 


BANDITS: PSYCHO 


If you were to pick an enemy that players most closely associate with Borderlands, it'd probably be the Psycho. Below are some explorations of alternate looks 
for our beloved meat bicyclist. 








In an effort to make the different bandit clans feel distinct from one 
another, the art team created a new texture for the basic Psycho. 
Once you've had a bloody Psycho run at you with a giant, red 

eye tattooed on his chest, you'll know that the Bloodshots are no 
ordinary gang of ruffians. 


Psycho Concepts [Matias Tapia] Top 
Psycho Concepts [Kevin Penrod] Above Left 
Psycho Model [Trevor Carr, Kevin Penrod] Above Right 


Psycho Concepts [Matias Tapia] Top 
Psycho Models [Eric Sexton] Right 
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[BANDITS: RAT & MARAUDER] 


BANDITS: RAT 


For the new Rat bandits, the team wanted a humanoid enemy that somehow felt even more 
feral and savage than the psychos. The idea, to put it in the simplest and most horrifying 
terms possible, is that the Rats are cannibalistic murderers who live underground, and 

brainwash anyone they don't eat into becoming just like them. Notice the Rats’ white 
eyes, implying that most of their number have actually gone blind from spending so much 
time in pitch-black darkness under Pandora’s surface. 


Rat Concepts [Matias Tapia] Top 
Rat DIF [Liquid & Shadows in Darkness] Middle 
Rat Models [Shadows in Darkness] Left 








BANDITS: 
MARAUDER 
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Marauder Concepts [Scott Kester] Top 
Maratider Models [Kevin Penrod, Eric Sexton] Right 
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ENEMIES [BANDITS: GOLIATH] 
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BANDITS: GOLIATH 


Mi MLC) MemM TUM UM Clem (0 RMN | (ts 
rss 1 A CO eS COC COLL) 
deflated and the skull to be gruesome. | also had 
to worry with all of it fitting under his helmet! 
Lots to think about, but | think it came together 
really well. | also sculpted it with some sort of 
procedural transformation in mind, so | tried to 
straddle between the pre-transformation fatness 
with the post-transformation bulk. | was really 
proud when | saw the finished Goliath, beating 
SUMMON Me) SMA HOSE TO RCo O10 g 
rushing over to punch me in the face.” 


Goliath Concepts [Matias Tapia] 
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Ne \ Goliath Models [Wes Parker] Left 
Goliath Models [Wes Parker, Ruben Cabrera] Above 








[BANDITS: NOMAD] 


BANDITS: 
NOMAD 


Wes Parker on the Nomad, 
“The Nomad was one of 
the first enemy characters 
modeled for Borderlands 
2. We had a hard time 
trying to get him to not 
look doofy in his costume; 
he either looked too fat, or 
weirdly hourglass figured. 
Eventually, with help from 
Jeramy Cooke, | took it 
further into the ‘A’ shape 
that is the current Nomad.” 



















Nomad Concepts [Matias Tapia] 





STE Concepts (Matias Tapia] Above Top, Above Middle 
Nomad Models {Wes Parker] Above Bottom 
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[CRYSTALISK] 


CRYSTALISK 


For the Crystalisk, the team wanted a creature that looked completely and utterly 
different from any other creature in the series so far—one that looked more 
elemental and, for lack of a better term, rockier than the softer, squishier, more 
organic enemies that populate Pandora. 


Crystalisk Concepts [Matias Tapia] 
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Crystalisk Concepts [Matias Tapia] Top 
Crystalisk Model [Piranha, Wes Parker] Right 
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VARKID 


Early on, the team knew they wanted a 
creature that would provide challenging 
and interesting gameplay thanks to a new 
metamorphosis mechanic. Given this basic 
idea, it's not hard to see why the Varkid 
ended up looking like the horrifyingly 
deadly insect it is. 


Varkid Concepts [Matias Tapia] Above r - < 
Varkid Cocoon Model [Tris Baybayan] Below 
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STALKER 


Wes Parker describes the Stalker as “Some sort of a mix between a 
bat, a panther and a Skag; the Stalker was the first bad guy made for 
Borderlands 2. \t really is a weirdly proportioned monster, but it worked 
really well in the game! His arms were my favorite part of the sculpt, 
joining skin with bone in an interesting way. His texture was also a lot 
of fun to make too, with so many colors.” 


Stalker Concepts [Matias Tapia] Top, Middle 
Stalker Models [Wes Parker] Above, Right 


184 





[THRESHER] 


THRESHER 


“| wasn't sure about the Thresher 
when | first saw the model,” Wes 
Parker says, “but the second | 
saw what animation did with 
him, | was so pumped! Seeing 
him swim through the ground 
for the first time was one of the 
more satisfying moments in 
development for me.” 
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Thresher Concepts [Matias Tapia] 





Thresher Concepts [Matias Tapia] Above 
Thresher Model [Wes Parker] Below Left 
Thresher Model (Ruben Cabrera] Below Right 
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HYPERION LOADER 


Once the team knew that Handsome Jack and the Hyperion Corporation 
were to be the main antagonists of Borderlands 2, it was time to design 
some badass Hyperion enemies. Lorin Wood says, “I was asked to come 
up with something akin to the dumb droids from Star Wars Episode |; 
pawns that would just come in waves against the player. 


“| liberally lifted inspiration from my adolescence. You should be able 

to see Robocop, Robotech, The Terminator and Transformers influ- 
ences. | love our mechanical brethren. The art director suggested further 
connecting these automatons to Hyperion; we needed the ubiquitous 
‘eyeball.’ We decided to remove the head module and shove the primary 
sensor in the chest.” 





Wood continues, “As these guys would wa 
be in virtually every environment under s /. / 
every condition, | had to come up with 


some modular pieces that could be 
used to create entirely new variations 
of the base loader model. Most of them 


were initially inspired by construction s 
site equipment. 


“The ‘badass’ version had to visually 
read as a different beast altogether, so | exaggerated the shoulder pieces which added 
increased height and girth to its torso to create a menacing profile.” 








Loader Concepts [Lorin Wood] 





“For the XP-Loader we first created a base mesh for the mech, then added a set of attachments for the designer, Ruben Cabrera, to work his magic,” 
says David May. “The extra pieces allowed Ruben to design a wide array of enemies that both look and behave very differently.” 





Loader High Poly Models [David May, Kevin Duc] Top 
Loader Models [David May, Jeramy Cooke, Ruben Cabrera] Left 
Loader Model [David May] Above 
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HYPERION 
CONSTRUCTOR «= 


The Hyperion Constructor 
was always an integral part 
of the Hyperion “circle of 
life,” as the team called it. 
The Constructor would build 
more bots, which would 
protect the Constructor, 
which would then create 
more bots. Given how 
dangerous a foe the 
Constructor is, then, it’s 

no surprise that it has an 
absolutely massive weak 
spot in the center of his 
face, so players can 
quickly take it down 

from a distance. 





Constructor Bot Concepts [Kevin Duc] 





Robert Sa 
Concept 


190 says, “The Constructor bot was made from an awesome 
esign by Kevin Duc. This is the first enemy character | made for Constructor Bot Concepts [Kevin Duc, Rob Santiago] 7op 
any gan it was fun to make, animate, and texture.” Constructor Bot Models and DIF [Rob Santiago] Above 
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HYPERION SURVEYOR 


As the Hyperion Surveyor is more of a support enemy than a significant threat in 
and of itself, its design needed to reflect that. Its part in the Hyperion “circle of life” 
is as simple as it is potentially infuriating: if you leave a Surveyor alive for too long, 
it will repair other robots and even re-grow their limbs. 





Surveyor Concepts [Kevin Duc] op 
Surveyor Models [Brent Hollon] Above, Right 





aS [Lorin Wood] Top 
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BNK-3R 


“A good rule in design is to reference nature,” 

says Wood. “The BNK-8R is a horseshoe crab. 
Like most of the tech in later areas of the game. 
you are facing the ‘black projects’ of Hyperion: 
their most advanced technology.” 


“The Hyperion line of robotics began with 
Claptrap, then evolved to the Loaders and 
culminates with this boss-bot, as seen with 
the Hyperion eye sensor,” Wood says 
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THE WARRIOR 


“A Skag and a Dragon had a baby,” 
Adam May simply states of the 
Tiles RN UO Se Le 


Warrior Concepts [Matias Tapia] 
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While the guns nemies and environments 





are out hagging all the glory, it's the props of 
Borderlands athe little chests objects and 
items—that truly make Pandora feel like a 
real, lived-in place The glint off a Bullymong 
pile. The diodes on an electrical box. The no 


fapping’ sign on a dook hut. 


In this chapter youll see the incredible amount 
of work that went into the bits and bobs that 
make up the bandit hovels fascist cities. and 
slag-filled science labs. And you'll be like, wow 
I didn't know THAT much effort went into 
making a single loot chest” and Lorin Wood 
will personally come to your house and be like 


“WELL NOW You DO. GIVE ME A HUG.” 
And then he'll hug you. 


And it'll be weird 





Illustration 
[Scott Kester] Right 








WEAPONS LOCKERS 


Mim eece eee Lem OLS NVUE 101A 
a new Set of chests and lockers and other goodies 

to open up. “I developed a new series of lockers 
based on the design language of a few of the primary 
manufacturers,” Wood says. “They would be spread 
through the world in every environment, so rather 
than a box, we elected for some real diversity (i.e., 
the impaled corpse) 


“The Bandit lockers were especially fun because their 
‘style’ is to use found objects and augment them like 
Crazy; everything from the aforementioned corpse, 

to an outhouse. There is also a car trunk with spring- 
loaded robotic arms that hands you the weapons 
One idea that cracked us up was the propane tank 
The bandits were so stupid that they put loot/weapons 
in this thing without any idea of how to extract them 
UAC LOR UNA 18 UT CM LES OL (ie 
So, the only option is to shoot and explode them, 
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Jacob Christopher, Ricky Oh, Jett Sarrett] Above 
Weapons Lockers Concepts [Lorin Wood] Below 








Re. Race ..| love this thing,” says Jimmy 
Pee MURAL eR UI LA eee Le 
awesomer The great part about working with Lorin is 
Paid ae) lot of freedom. He loves to iterate 
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Borderlands was those amazing loot chests, so making 
one for BL2 was awesome.” 
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“I like how loot chests dedicate most of their space to mechanical shelves 
rather than the loot itself,” says Jacob Christopher. “Think of all the loot 
that people are missing out on.” 


Weapons Lockers Concepts [Lorin Wood] Left, Bottom 
Hyperion Ammo Crate Models [Jacob Christopher] Below 
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Here you can see more bandit concepts, 
including a car trunk. “It had features of 
the rear of a car,” Lorin Wood says, “just 
so you can grasp what it is in a matter 
of seconds and then move on.” You may 
also note the infamous Dook Hut before 
its “no fapping” sign was added. “This is 
where we were allowed to bring out the 
high-brow humor of the game,” Wood 
says. “A used outhouse wherein you lift 
the toilet seat and money poops out 

and it is still green somehow.” 


Weapons Lockers Concepts 
[Lorin Wood] Left and Below 
Bandit Ammo Models 

{Jett Sarrett] Below Left 
Weapons Locker Concept 
{Lorin Wood] Bottom 


pook HUT 


) to Jacob Christopher, 
“tt took nu ous suggestions 
from coworkers before finally 
settling 0” ‘ alling it a ‘dook 


According 


hut. Considering the game's 


numerous references to internet 
culture, ‘No fapping!’ became 
the obvious W itticism to put on 
a bandit outhouse. | mean there 
are only a handful of women on 
the entire pla net—what else are 


they going to do?” 


Dook Hut Models 
[Jacob Christopher] 
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“This was one of the first exploding 
lootables,” says Evan Gill. “Thus there 
was some initial confusion about how 
it would actually open. Later it was 
Clarified that it just explodes like a 
hurty pifiata. | used 3D Studio Max to 
model the base shape and add all the 
plates and bolts, the details were then 
sculpted in Zbrush.” 


Gas Tank Models 

[Evan Gill] Above 

Golden Key Chest Models 
[Ricky Oh] Right 

Weapons Lockers Concepts 
[Lorin Wood] Below 
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becaus@vimmy, Jacob, and | were all sitting in 

URS Ti cee making these roughly at the same 
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MED nets Concepts [Lorin Wood] Top 
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BULLYMONG LOOTPILE 


Every creature in Borderlands needs a “loot pile’—some sort 
of item the player can break open to get ammo, health, and 
cash. For the Bullymong, concept artist Matias Tapia opted 
for a...somewhat stinky structure. “People say that you can’t 
polish a turd, but sometimes you have to,” Tapia says. “In this 
case, a whole pile of them.” 


Lootpile Models [Kevin Penrod] Right 
Lootpile Concepts [Matias Tapia] Below 
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[Tris Baybayan, 

Matias Tapia] Top 

RU any 

[Tris Baybayan] Middle 
Lootpile Concepts 
[Matias Tapia] Bottom 
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[BANDIT STYLE 
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stuff—taking pieces of scrap and junk and repurposing them into 
something ramshackle, yet functional. Visually, these structures 
tend to be rusty and as unsafe-looking as possible. 


The bandit style, nearly ubiquitous in the first game and used 
frequently in the second, is one of the iconic visual signatures of 
Borderlands—it communicates danger, and harshness, and the 
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Bandit Cover Concepts [Scott Kester] Jop Left Bandit Hovel Models [Tris Baybayan] Above 
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“This was a fun exploration in texturing in the Borderlands style without doing a 
highpoly,” says Jimmy Barnett. “Sometimes the schedule would not allow for us to 
; F go all out. In this case | think the result actually benefited from not being constrained 
4 : 2 Fe by the highpoly rips. | was able to go in and re-work whole areas without changing or 
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as a tech piece,” says oh ne 
Robert Santiago. “It’s —— - - a ey 
visually different from J 
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Refueling Station Model [Jimmy Barnett] Top 
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use, as it-turns out. Level designers placed 
TCTe Lemus Ore) Lem OL OCCULT 
or to hide quest items. 


Wrecked Vehicles Models and DIF 
[Brent Hollon] 
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Pump Concepts [Scott Kester] Above 
Pump Models [Shaylyn Hamm] Right 


=" pie radio you ui gm various pares of Pandora. It also appears as part of a big 

ss — in Moxxi’s Bar,” says Evan Gill. “It was originally designed to be a modular 

That hele our level designers could put a ina number of different ways. 

=, up being overly complicated and expensive, so we just stuck everything 
© make a boom box. | used 3D Studio Max and Zbrush to make it.” 


Radio Models (Evan Gill] Right 
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“| wanted the Hyperion foliage to feel neat and 

clean,” says Jett Sarrett. “Like Jack was trying . 
to make Opportunity look. The challenge was 
making them not look like green boxes. Getting 
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like the result, but I’d prefer not to do any type 
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Hyperion Foliage Models [Jett Sarrett] 7op 
Mechanical Doodads Concepts [Kevin Duc] Above 
Hyperion Recorder Models [Brent Hollon] Left 
Hyperion Light Models [Brent Hollon] Right 
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‘This Was the largest undertaking | had in this 
game; these buildings are huge, doing a 1:1 
OT: MMMM OME SINC LUmSE LE CLUE 
‘Lorif'$ Concepts were amazing, and Zach had a 
great layout, but actually building these bad boys, 
and making them still look good, that just about 
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MODULAR BUILDING 


This modular Hyperion structure implies that 
the corporation is only in its early stages of 
taking over Pandora—that they're still relying 
on temporary module buildings rather than 
complete, self-sufficient structures. 











Modular Building Concepts 
[Kevin Duc] Top 

Modular Building Interior WIP 
[Brent Hollon] Above 

Modular Building Model 

[Brent Hollon] 2nd from Top Right 
Modular Building Texture 

[Brent Hollon] 3rd from Top Right 
Modular Building Final Model 
[Brent Hollon] Bottom Right 
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made, and | looked at a lot of Brent's Hyperion stuff and riffed off of that to fill out all the details 
guy, | think this was the first asset | did that | made a low and then painted it without any high 
jork, | was pretty proud of that at the time.” 
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| making this asset,” says Jett Sarrett. “The helipad and ata) 
bigger challenge here.” 
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FAST TRAVEL 
MACHINE 


At one point, it was decided that 

the Fast Travel—the ubiquitous 

teleportation system that the player 

uses to quickly move across the 

planet—needed a visual upgrade. 

“In the first it was a pole with a 

domed cap,” says Lorin Wood. 

“Under the Hyperion regime of this 

new Pandora, the design needed to 

reflect that aesthetic, so | brought 

out more of a Claptrap inspired 

body shape. The scenario would uf 

be that these stations are shot in 

from the orbiting Hyperion platform . sa PEE EELS, oe 
and remain dormant until the ’ a 
player approaches, at which 

point they elaborately unfold to 

provide direction.” 


Fast Travel Machine Concepts [Lorin Wood] Above 
Fast Travel Machine (BL1) [Brent Hollon] Below Left 
Checkpoint Model (BL1) [Robert Santiago] Below Right 
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GENERAL KNOXX’S 
CONTROL PANEL 


“General Knoxx’s control panel from 
Borderlands 1’s DLC has a visually readable 
and goofy element,” Damian Kim says. “But 
we needed a more serious control panel 
compared to [the] assets of Borderlands 1. 
So, the block out mesh from the silhouette 
of General Knoxx’s control panel was [the] 
starting point for [a] new control panel of 
Borderlands 2. | checked rough outlook 
after exporting this rough mesh into our 
actual game and adjusted basic elements 
such as scale and proportion. After | got a 
proper block out mesh from Max, | did line 
drawing on Photoshop for both better high 
poly development and the next step was 
estimating the final inking feeling from the 
actual texture.” 


Control Panel Model [Damian Kim] Top 
Control Panel Concepts [Damian Kim] Middle 
Control Panel Model and DIF [Damian Kim] Below 











Control Panel Models [Damian Kim] Top 
Control Panel DIF [Damian Kim] Below 
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CONTROL CONSOLES 


“Kevin Duc designed some of the animal pens, so | designed 
around his work and embedded the accessible control panels 
into the framework,” says Lorin Wood. 


“With certain designs | tend to provide rough 3D concepts 

(or work in 3D primarily if it feels right) using SketchUp. This 
allows me to move around the design quickly, which makes 
for an effective communication tool. From this stage | can then 
export a rough mesh to hand off to the modeler to reference 
when making the final asset.” 





“This was the first piece of art | created from scratch for BL2,” 
says,” Jason Neal. “| had [a] really nice concept to work from 
with the idea that it would resemble an old early computer 
terminal mixed with a Toughbook. | really liked the small 
subtle shapes the Toughbook has, so | created a lot of those 
for smaller details. | looked at old CRT monitors and other 
early computer tech for the larger details.” 















Control Console Concepts [Lorin Wood] 7op Left 
Control Console Models [Jason Neal} ADové 
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gl0 SCANNER 


> of the most important 
props in the story, the Hyperion Bio 
scanner e last piece of defense 
standing veen the Vault Hunters and 
Jack's mo t precious treasure—Angel. 
gs this device would be used in only 
one area at essible to Jack, it stood 

to reason that Jack would reserve his 
most sophi ticated technology for it,” 


” Bo SANE 


possibly © 


sayS Wood 


“Once | found the most appropriate 
shapes, | took this into SketchUp and 
created a layout model to hand off to 
Brent Hollon who worked his magic on 
it. It was a simple enough task that | 
created three different variations for the 
art director to choose from.” 


Bio 

;. _— Concepts [Lorin Wood] Top 

Sis _ Model [Lorin Wood] Above 
Canner Models (Brent Hollon] Right 
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WELCOME SIGN 


“We wanted something that harkens back to 
the beginning of the first game, when you step 
off of the bus and are greeted by the flickering 
alee T Teme OU CLM CUAL) Cts COL 
station,” Lorin Wood says. 


Welcome Sign Concepts 
[Lorin Wood] 
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CAR CRUSHER 


Jason Neal says, “This was my favorite piece to work on during the production of BL2. | had the opportunity to concept out the look and feel of the crusher for 
the junkyard early on. | started looking at hydraulic presses and typical car compactors to get an idea of where | wanted to go. | wanted it to look very heay duty 
| also had the idea of making the crusher look menacing and ‘mean’. | came up with an idea that when the crusher is closed and munching down on its prey, the 
front would resemble a face with large interlocking teeth and angry eyes.” 





Car Crusher Models [Jason Nedll 
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VENDING 
MACHINES 


The imagery adorning the 
vending machines also 
changed from Borderlands to 
Borderlands 2. Zed's injured 
hypodermic needle became 

a peppy pill bottle, while 
Marcus's suicidal grenade 
and self-pleasuring shotgun 
became a juggling shotgun 
shell and a flirtatious revolver. 


Vending Machine Models 
[Kale Menges, Ricky Oh, 
Jeramy Cooke] 7op 
Vending Machine DIF 
[Ricky Oh] Middle 
Customization Machine 
[Ricky Oh] Bottom 
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[Damien Kim] Left 
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Spiky Plant Model (Lori Wilson] Below 





BANDIT TECHNICAL 


With the Bandit Technical, the art team sought to create a ride that 
looked makeshift, but still badass. Of the Technical, concept artist 
Danny Gardner says, “A lot of junkyard-bashed vehicles or props 
look beefy but for some reason always have unintentional weak 
PLC CM MUO MUA UOM CMLL MIF VCR: Mele m CL CHILO Atm eet 
have the legs attached with a couple tiny pistons. ..which annoys 
the biscuits out of me. | wanted to design something from the 
junkyard that looks solid and rugged. Simply a beefed up muscle 
rE ML URE ee UO ASO Mee Pam Celie Merce Ue a SLT 
my version of badass.” 
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DANNY GARDNER 
sake 05-11-11 
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Here we see some possible weapons that 
could be added to the Technical. “My focus 
here,” Lorin Wood says, “was to create a 
rocket launcher that matched the amazing 
design Danny [Gardner] came up with for 
LUT RTL a 


Bandit Rocket Pod Concepts [Lorin Wood] Left, Right 
Bandit Truck Mesh [Brent Hollon] Below 
Bandit Truck Texture [Brent Hollon] Bottom 
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BUZZARD 


The bandits of Pandora needed a new form of 
transportation, which is where the Buzzard (which 
was initially referred to as the Gyro Copter) came 
into play. “I took some of the basic shapes Danny 
developed and massaged them; keeping what he 
initially created. We were going back and forth on 
the roll cage, but adding it back in won-out, as 
did dropping the literal Gyro Copter details; the 
rotors were replaced with articulated turbines,” 
says Lorin Wood. 


Buzzard Concepts [Danny Gardner] This Page 
Buzzard Concepts [Lorin Wood] Next Page 
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“Creating the Buzzard was 
one of my most memorable 
experiences throughout 
the entire project,” says 
Tris Baybayan. “Bandit 
technology has so much 
personality with the way it 
appears to have been built 
with a crow bar.” 


Buzzard Concepts 

[Danny Gardner] 7op 
Buzzard Models 

[Tris Baybayan] Middle, Left 


, 
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VEHICLE SPAWN PAD 


This is where the cars were going to live. Brent Hollon explains that the glowing pylons 
“were gonna turn on and scan in the vehicle, and then the platform would lower and as 
it lowered, the ramp would fall and then you could drive the vehicle off.” Unfortunately, 
this spawn station was cut due to memory restrictions. 





Spawn Pad Concept 
[Brent Hollon] Below 
Spawn Pad Model (Old Version) 
[Matt Stock] Bottom 
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HOVER TRAIN 


The intro to the game needed a train—just as the first four 
Vault Hunters arrived on a bus, the team wanted the four new 
Vault Hunters to arrive via train. “All | was given was a quick 
storyboard from Scott Kester to work from for the train,” says 
Lorin Wood. 


“This vehicle would be ubiquitous in the world so some effort 
was needed in fleshing it out to withstand scrutiny. My original 
approach was a traditional steam locomotive with a futuristic 
twist (ala Back to the Future //I). | went down this path for a 
bit, but we felt a more modern and brutish engine was more 
appropriate; something you'd find in an Eastern Bloc country. 
In addition to the engine | created two more cars that were in 
the same design language as the engine.” 


“The other detail to distance this train from reality was the fact 
it would ride on articulating arms on a track system that would 
be able to be placed on any surface at any angle, in the same 
vein as a roller coaster.” 





Hover Train Concepts [Lorin Wood] This Page, Next Page, Left 
Hover Train Model [Sloan Hood] Next Page, Right 
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Shaylyn Hamm. “If you see it in game, play it cool.” 
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HYPERION DROPSHIP 


for various reasons, the design team needed 
Hyperion dropship for several missions on 
the plot. It had to look big and imposing, but 
not too space opera-ish—not too clean or 
interplanetary or sci-fi. “This was a very early 
gketchUp concept | did for the dropship late 
during the first Borderlands,” says Wood. 
“when Matias came on board to tackle this 
design, | sent him the model to work from 
and further develop.” 


Dropship Models 

[Shaylyn Hamm] Previous Page Top, 
Previous Page Middle 

Dropship Concepts 

[Matias Tapia] Previous Page Bottom, Below 
Dropship Model [Lorin Wood] Right 
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The Runner may be one of the 
CellC mem Om Lee E ILE 
that can still be seen in the s@fies 
The runners pretty much existed 
CATR AO)Cem Uc}: 1! 
late in the first Borderlands 


ifaV ley Onin mae 


Looking at it now, one can 
Tree COMIN MORL EU 0 o16, 
to stick around for so long—= 
it’s sleek and cool, but a bit 
kitbashed and unsafe-lookingy 
Ith CMU amr Laen 0) 
futuristic sci-fi, but its roughe 
and-tumble body bring to mind 


post-apocalyptic imagery. 


Runner Concepts 


[Gearbox] 
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Runner Concept 
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So—youve been working on a game for a couple 





of years, and it's time to start showing it off 
to the world. What sorts of images can you 
create that'l excite your audience? Something 
that says ‘this game is really cool,” while also 
conveying “and it’s got alot of guns, oS well as 
“it's way better than the first game” and “dont 


worry, weve still got psycho midgets”? 


In this section, youll see the various concept 
drawings that went into the creation of 

our Game Informer cover, as well as 4 truly 
staggering number of potential box art 
eketches and logo designs There's also a really 
big scan of the official BL2 box art without all 


that pesky text. 


Enjoy! 


Illustration 


[Scott Kester] Right 
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[LOGOS] 





BORDERLANDS 2 LOGO 


Before settling on the final logo, the art team made many attempts to create a logo 
that would express the idea of “sequel” or “two,” but without using any words. 
That's where the numerous strikethrough and bisecting lines you see below came 
from—an attempt to visually convey the title of the game through imagery alone. 


In the end, though, the art and marketing teams decided it was a better idea to 
enhance the original Vault Symbol and let the game's title speak for itself. 





BORDERLANDS 2 
BORDERLANDS It 


i 
Meer 
. Novy 


Logo Art and Concepts [Jeramy Cooke] 





[COVERS] 


GAME INFORMER COVER 


Scott Kester concepted out the very first image of Borderlands 2 the world would see—the Game Informer debut cover. 


“l'll typically just draw a lot of different ideas,” he says. “The more ideas, the better. We gravitate towards what works, and | refine that 
until it looks right, from that point, we start to pose it and assemble it with real in game assets. It all starts with a doodle, then the models 
get placed and the magic starts to happen. 


“We put a lot into that Game Informer cover—it was our big reveal, and I’m really happy with the way it came out. It was a defining piece 
for Borderlands 2.” 








Game Informer Cover Concepts [Scott Kester] Above 
Game Informer Cover Art [Richard Jessup, Kevin Duc, Jeramy Cooke] Right 
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PACKAGE ART 


These various explorations 
show numerous intriguing 
possibilities for what the first 
Borderlands box art might 
have been. “I initially wanted 
to explore a broad spectrum 
of what Borderlands is and 
what it consisted of,” Scott 
Kester says. “How many ideas 
can you get across on a cover 
for a game? Is it an action 
shot with baddies everywhere 
getting blasted? A team shot 
of the characters looking 
tough together? Is it more 
high brow and atmospheric? 
Is it design heavy and 

very graphic in approach? 
Collages? Panels? Simple? 
Busy? In the end, it seems 
attitude reigns king and the i Pir Si ar - 2 ; | a Re |! 
more ‘in your face’ we are, ee ig 2 > | ea . Lom Abadi > jl 
the better.” j : ae a : 
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Package Concepts 
[Scott Kester] 

This Page 
Package Art 
[Russell Perkins] na | 
Next Page 
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Illustration 





As insane as the world of Borderlands may be. it adheres tO 


its own internal logic. Why can Vault Hunters just summon 
vehicles out of nothingness? Why does an average Pandoran 
day last twenty minutes? How the heck can guns fire off 
elemental effects. and who the hell is putting lightning into 


barrels and just leaving them around for anyone to blow up? 


Through visual design, the Borderlands team sought to 
answer all but one of those questions (nobody knows why 


the hell bandits leave those barrels around). 


[Scott Kester] Right 








TECH ART [DAY NIGHT CYCLE & DIGISTRUCT 


DAY NIGHT CYCLE 


Day and night on Pandora is dictated by the spinning of a mysterious Pandoran 
CRU RIM OC Ce aN CMMI e ORO Les oM Cre UM EU LC 
day and night cycle but with the odd side effect of the shadows never moving! This 
effect is achieved by combining Unreal 3’s dynamic lighting solution, custom dynamic 
PLL UMe ee LORS OMe mE COSMO MEUM LLC Me (OM Syme (010 





The foundation of this technology is some custom rendering code that splits out 

the lighting information from the sun as separate from lighting in the world into two 
separate textures. This allows the engine to dynamically change the color of the light 
cast by the sun without affecting the light created by static sources like flaming barrels 
Cea ee 


From there we carefully key frame the colors of the sun, ambient light, fog, and light 
shafts to reflect the mood and lighting color at each time of day. Then the game code 
sets the current frame of the matinee to match the current time of day. 
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sky and then blended with the glow of the sun, clouds 

and stars. Also, the shader uses a small strip of pixels at 

the top of the texture that reveals the clouds during the 

day and stars at night. b 





ENA a ACM Lm MeL el) ee) eae 
Day Night Cycle Image [Wes Girdler, Carl Shedd] Middle Left 
Day Night Cycle Image [Jeramy Cooke] Bottom Left 





Day Night Cycle Image [Carl Shedd, Jeramy Cooke] Abo 
Lt) 


pIGISTRUCT 


Digistruct is one of the core fictional technologies in Borderlands. Just 
about everything in our world gets Digistructed at one point or another. 
The cars, guns, vehicles, enemies, and even players that populate the 
world of Pandora rely on Digistruct technology to work. The core premise 
of Digistruct being that if you have the plans for an object you can use a 
Digistruct module to “Digitally Re-Construct” it at will! This technology 
was originally invented in the universe of the original Borderlands to help 
explain why players could carry around 30+ weapons without getting 
overloaded. This can be seen on BL1 and 2 characters in the form of their 
glowing “Digistruct Module.” Eventually it was used for vehicle spawning 
stations, character death and respawn, and even became the core of 
Tediore's reload mechanic. 





o> 


Digistruct Images [Adam May, Jim Sanders, Nick Peterson, and Steven Strobel] 


In the first Borderlands, Digistruct as a concept came online fairly late in 
development and, as such, it didn’t have a lot of visual support throughout 

the game. In general, small bursts of bluish light were the only indicators that 
something had Digistructed into existence. For Borderlands 2 we put a lot of effort 
into crafting a unique look for the Digistruct effect and made sure it was consistent 
throughout the game. At its core we started with a neon blue-green glow and added 
high tech symbols along with lots of floating voxel shapes to fill in the background 
Some of our earlier designs were centered around blueprints that came to life but 
those eventually began to feel a bit old fashioned. We did however like the idea of 


Seeing the objects built up from nothing which eventually led us to the design today 
Where objects “wipe” up from top to bottom or front to back. 





[THE FIVE ELEMENTS & ICE AND SNOW 


THE FIVE ELEMENTS 


In the original Borderlands the weapons and enemies 

had a chance to spawn having one of four elements: Fire, 
Corrosive, Shock, or Explosive. Each element had its own 
strengths and weaknesses depending on the situation. In 
Borderlands 2 we decided to add a fifth element to the mix 
known as “Slag.” In the game story, Handsome Jack was 
refining Eridium so he could control Sirens and eventually 
use their power to open the Vault. When designing Eridium 
we wanted to get across the idea that it was extremely 
powerful so we imbued it with an almost radioactive 

glow. We knew using green was out of the question since 
that color was already part of the visual language for the 
corrosive element. A deep blue-purple that transitioned to 
neon pink seemed like a good fit. 


Barrels [Gearbox] Right 
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Of course the refining 
process for creating Eridium 
is unsafe and resulted in 

a deadly byproduct called 
“Slag.” The basic idea 

being that getting “slagged” 
rendered players and 
enemies alike vulnerable, 
taking massive damage from 
further incoming attacks. 
Since Slag was a byproduct 
of Eridium and we wanted 
them to be related but not 
identical, eventually we 


ended up shifting Eridium’s 
color palette towards blue 
and then adding copious 
amounts of black splatters 
to communicate its evil 
“cursed” intent. 


Eridium Ore Concepts 
[Jeramy Cooke] Right 

























ICE AND SNOW 
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traveling through icy northern lands, volcanic craters, and corrosive caverns sounded fun 
UGS 
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facteristics that these materials had. We always try to strike a balance between realism 

a painterly feel as we texture any surface and we achieved a stylish interpretation of these 
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ards and dynamically apply snow to only those surfaces. By then using painterly normal 
§ we achieved snow 
it felt “hand painted” 
each rock, shed, 
RUT 


Snow that landed on 

f object to simulate 
imulation that was 
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ers were walking across the surface. To this end we used a technique called “parallax 
it Mapping” to create an imaginary layer of ice that appeared to be below the surface the 
f was walking on. All objects that were made of ice could also have a cool inner glow 
STUER URLS RU RUC RCT m el eee OR UCT mm LT SmITOE 
fadded realism to the surface but added much needed color variety in scenes that would 
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Then we use a mask that is painted by the level 
designer to reveal icy areas. If you look closely you 
can make out the second layer of ice. 


B images above you can see we first add a layer of snow to the frozen lake. This uses the same 
€ coordinates as the terrain so it blends seamlessly with the rest of the world. 





VET ET MNT in attr Om) AU Am eC UMNO lcm Te Finally we add a crackly ice normal map that 
ate objects reflected in the ice. LUMO aser UC MUS (R Umm makes the ice surface more dimensional and 
enhances the look of the reflections. 





OSS Meme) Relate 
DAC ECR EC) Re elemal ea Shader Progression (Jeramy Cooke, Ryan Smith] Above 
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RIVERS AND STREAMS 


Another challenge we took on in the development of new environments on 
Pandora was streams and rivers. For many months in development we were 
using our tried and true methods of creating water surface models and then 
wrapping terrain around them to create the look of rivers. Unfortunately, this 
was extremely time consuming to implement and did not work very well. 
Eventually we began to notice that rivers and streams weren't being included 
in map design very often as designers tried to work around the problems. 
We knew something had to be done or rivers weren't going to make the cut 
for Borderlands 2. 


The main technical challenge lay in merging the rivers with the underlying 
terrain. Because our worlds were so large the terrain used relatively large 
polygons and as a result, the river meshes never quite fit naturally into the 
surface of the ground. The solution we eventually settled on was to create a 
chunk of mesh that represented some terrain, as well as the riverbed, and then 
perfectly fit the river surface to that. 


River Images [Jer: 


Once we had this solution in place it was a matter of making the river look cool. The first piece of 

this puzzle was using a vertex color mask to blend a wet look into the areas of the river that were 
supposed to look wet. In addition, a tiling detail noise texture was blended in to make the water 

look like it had splattered onto the nearby rocks. The most time consuming part of the process was 
making the water’s surface carefully “flow” around each rock and curve of the river bank. The UVs 

of the surface were then squashed and stretched to make the water appear to flow faster and slower 
as the texture panned across the surface. Another key element we added was foam that also used a 
vertex color mask to appear and disappear naturally so as to simulate the water being churned up as 
it went over falls and around rocks. Last but not least, we added some specular reflections, refraction, 
and environment maps to really sell the wet look. 

































BAZILLION WEAPONS 


CMU RO e etn Tm RIE OR ORT me ae Ue 
jeant creating new technology and shaders to add even more style and 
to the guns in Borderlands 2. 


it step in this process is very similar to creating a weapon in 
games. We first build a high poly model and then texture it in the 





Borderlands 2 style. From there we pack all the weapons of a particular class 

(ft ample all Assault Rifles) into one huge texture. Then we go through 
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monstrosity that the shader will eventually deconstruct back into individual Channel Packing [Gearbox] 


is. The reason we go through all this trouble is to save texture Normal Emissives [Gearbox] 
since we need huge textures to draw all the zillions of different parts Color Break Mask [Ricky Oh, Gearbox] 
hich each gun is made. Highlight Shadow Mask [Ricky Oh, Gearbox] 


here we create two new textures: one that masks out the different 

als a gun is made of and one that masks out highlight and shadow 
hese textures are combined with the grey packed diffuse textures to 
the final weapon look. As you can see from the examples, changing 

e input colors for each material gives each manufacturer distinct 
and surface properties. 
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nel packed these to save i i 
memory. Elemental weapons 
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to determine what parts of the i= 

will glow. 





Our shader supports blending decals, patterns, and reflectivity to Weapon Shader [Jeramy Cooke] 
ther personality to each weapon. Each of these can be independently MCRD REL Urm coeNVmeele) ccm CALE OTT 
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All this is truly only the tip of the iceberg when it comes to the weapon 
technology that was created for Borderlands 2. Our weapons were a labor of 
love and were in development for almost the entire length of the project. 
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Illustration 
[Scott Kester] Right 
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These are all the ECHO portraits that appeared in Borderlands 1 and 2. ECHO Portraits [Matias Tapia, Kale Menges] 
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Eridium. This was some 
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icon,” says Jason Shields 
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Eridium Currency Concepts [Jason Shields] 


“One of the things | had a lot of fun with was designing the pieces that would make up the 87 bazillion Weapon Scopes [Jason Shields] Above 
varieties of first person weapon scopes in Borderlands 2,” explains Shields. HUD Designs [Jason Shield slow 





HUD f 
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Also shown here is the first Salvador Active Ability prototype, which had names for his dual wielded weapons. “! knew fi 
| wanted to make the HUD feel new and progressed from the BL7 HUD but yet keep most of the familiar elements and 

placement for returning players,” says Jason Shields 
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was large and round, but playtesting revealed that players were paying iui 
attention to the minimap than the game world and it was negatively ie Wd 
their experience. In the end we opted for a more rectangular minimap whieh fit 
the HUD’s visual aesthetic better and solved the “playing the minimap” rs 
we saw during playtesting. F 
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We had a great 
solution for showing 
the player’s character 
model in Uls that 
related to the character, 
put the player’s vehicle 
wasn't spawned yet, 
so it created a bit of 
a problem for the 
Catch-A-Ride stations. 
decided it'd be cool 
to show the player's 
vehicle choices with 
customization options 
as well. 
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Wery early version of the map screen already shows some of the elements we 
W would be important to Borderlands 2 such as contextual map information. 


“| wanted to give a little bit of visual identity to the vehicle weapon selection 
for Borderlands 2 rather than just a choice in a text list,” explains Jason 
Shields, “so | created some faux technical readouts for all the various 
vehicle weapon classes. 
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VSS Designs [Jason Shields] Above 
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So many Claptraps! Claptrap Illustrations [Kale Menges] 
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An unused lobby visual desig 
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Some of the exploration of the new ‘money spinner’ for Mee! ta 
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faracter classes. Here is the final artwork for the various classes, including the Mechromancer. Of course 
0 had a full screen display to really make his Active Ability feel different. 
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is is the Skill Tree visual treatment mid-way through production. We also 
plored the idea of collapsing the minimized panel into something more 
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REMAINING 
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fe first skill tree prototype for Borderlands 2 shows the stacked panel idea. It ended up being 
tty close to what was finally shipped, although with a different visual style. 
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stract to really prioritize what the player was looking at, but focus testing 
vealed that players preferred seeing more of an overview of all their skills 
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USER INTERFACE [SKILLS. 
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ASSASSIN SKILLS 


As Zer0’s skills are themed around either sniping ; 
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would generally associate with that particular variet 
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GUNZERKER SKILLS 
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discussing Salvador's skill icons, but only one thing 
truly matters: one of his skills is called “The Bus That 
Can't Slow Down,” and the icon is just a big-ass bus. 
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SIREN SKILLS 


Maya’s skill tree is full of satisfyingly ironic imagery— 
hummingbirds, and flowers, and rabbits instead of, say, 
bandits screaming their lungs out as they die a prolonged, 
eT UR LR CL ee UAL OeT eee me Tae aT y 
phase dimension. 


“OMMANDO SKILLS 


s the Commando was designed to be the most intuitive 
d easy-to-grasp of the four characters, his icons also 
e some of the most straightforward symbolism. 
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For the Rock N Roll intro for Borderlands 2 we wanted to create 





a sense of going ‘pack to the beginning. We very purposely 


recreated a Skag, ind desert, walking UP to an old sign All of us 





wanted to create 4 sense of the familiar, a sense OF going home 
again when they booted up the game. From there, it was about 
twisting that idea into something the audience had never seen 
before. We dont remember exactly where the idea of skag fishing” 
came from, but ina post-Jack world, it stood to reason that even 
the Bandits would need to find alternate sources of food. From 
there it was 4 fish eaten by bigger fish scenario insofar that the 


Skag Is killed by Bandits, and the Bandits are killed by the train 


(which represents Jack). 





Illustration 
[Scott Kester] Right 
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‘Skag enters from screen right, walting towards sign] 
= 


Ee 


7k 


‘Shag hears something and its and turns head 


‘Shag begins to take notice of moving cha 


Sskag trails behind truck. bouncing off the 0 
moving all over the screen 


Moving forward towards truck and the dust 
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Camera catches up to shag and begins 
moving up chain 


Establishing shot 
Saving Private Ryan style 
‘shell shock audio 


Train supports are flying by 
Mufied wooshing sound 
Shadows pass over icone 

with each pillar 


On the roof of train 





*Pre-visualization is an important step to a successful cinematic,” 
@xplains Kevin Duc. “Laying down camera angles, choosing what objects 
and characters are seen within each shot, and roughly visualizing timing 
IS figured out in a quick, easily edited way. In storyboarding the intro 
Cinematic for Borderlands 2, we wanted to remind players that they are 





STEELE Maule Ue LCT Ue Ue ele Mell eed 
Mat world. We start in a familiar area, the desert, with a familiar enemy, 
the Skag. The similarities end there with the introduction of our new 
\ANTe Tema see MeO MATEO Sa 


CNT a Gate Cem asco Om LCM) TET : ] : e+ 
Story Boards [Kevin Duc] 
Character Animation [Josh Rearick, Kyle King] 


[STORY BOARDS 
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We like the idea that Jack hired an artist to draw an additional propaganda poster just for the sake 





of that joke 
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[Richard Jessup, Mike Neumann] 


[TITLE CARDS} 5 
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On the first game, the title cards came about as a way to introduce bosses and important characters in a 
memorable, and brief, way. With the sequel, there was a concerted effort to expand the idea and instead of 
using a simple freeze frame, simply slow down the action so the game never “stops” so to speak. 


Title Cards [Raul Aparicio, Mike Neumann, Jeramy Cooke, Brian Thomas] Above 
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For a long time, the plan for the intro is that Jack would actually be present on the train, monologuing at 
the Vault Hunters before shooting them and dumping their bodies. The idea of Jack being absent and the 
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In the fall of 2009, Gearbox Software released what was arguably its 
largest and most ambitious game yet. Borderlands released to both 
critical and commercial success, thanks in no small part to its addictive 
role-playing-shooter gameplay and its unique, eye-popping art style. 


Fast-forward three years. It’s September of 2012, and Gearbox has 

Once again unleashed another action-packed, visually stunning, 

hilarious Pandoran adventure in the form of Borderlands 2. Over 

- BL2’s three-year development, the team improved upon literally every 

aspect of the first game—including, most notably, the art. Fans of 

Borderlands demanded more varied locations, enemies, and visual 
spectacle, and if you’re holding this book in your hands then that 
means we either Ate ck or you got this as a gift from someone 
atom (eles 0m aCe) AYO) IAA 


Nonetheless, we hope you enjoy this behind-the-scenes look at 

some of the art that went into Borderlands 2. As you go through 
the book you'll see commentary on our goals, MAS ELON 
and a few ideas that didn’t make it into the final release. But 
enough of this introduction crap—turn the page, and feast your 
eyes on some badass art! 
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